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WITH l 1 HE CHICKEN SOUR 

HERE’S ALL YOU NEED TO FEEL BETTER 


HOW NICE.THE BETTER YOU PLAY,THE SiCKER YOUR FRIENDS WILL BE. SO.JUST SEND THIS IN AND 

:# 


SCORE THE FREE DK COUNTRY PLAYER’S GUIDE.A WHOLE YEAR’S 


WORTH OF NINTENDO POWER. PLUS, FREE SUPER POWER STAMPS,WORTH CASH OFF WHEN YOU 


ORDER COOL GEAR FROM THE MEMBERS-ONLY SUPER POWER SUPPLIES CATALOG, 

f 

SEND THIS CARD IN OR CALL 1-800-155-3700 

ASH FOR OFFER NUMBER 

TO ORDER YOUR SUBSCRIPTION NCW WITH VISA OR MASTERCARD CALL MOM - SAT 4 A.M. TO \2 MIDNIGHT RACIHC STANDARD TIME (PST). SUNDAYS 
6 AM TO 7 RM(THE NINTENDO REPRESENTATIVE NEEDTO SPEAK TO THE PERSON WHOSE NAME APPEARS ON THE CARD) 



■ 







YOS’B RATHE! LOSE YUU! LURCH M ASSEMBLY 

THAN FIND YOURSELF IN DONKEY MONO COUNTRY 


WITHOUf THIS PLAYERS GUIDE* 



SURE,THE FLU CAN MAKE YOU FEEL BAD AND LOOK STUPID, BUT EVEN THE SCHOOL 

NURSE KNOWS THAT NOTHING CAN MAKE YOUR HEAD SPIN WORSE THAN FULL 

BORE 3-D JUNGLE FEVER. A.K.A. DONKEY KONG COUNTRY. THE GOOD NEWS IS 


THERE’S A CURE. AND YOU DON’T EVEN NEED A SHOT IN THE OL’ RUMP TO GET IT. JUST SUBSCRIBE TO 

I 

NINTENDO POWER MAGAZINE FOR $ IB* AND WE’LL SEND YOU THE NEW DK 

COUNTRY PLAYER’S GUIDE FOR FREE. ITS ALL YOU NEED TO FEEL 101%. IN 

FACT, YOU’LL BE UP IN THE TREES AND BAGGIN’THOSE BANANAS IN NO TIME. AND, DON'T FOR¬ 
GET, YOU’RE ALSO SCORING 12 TIP-PACKED ISSUES OF NINTENDO POWER. 

FREE SUPER POWER STAMPS—WORTH CASH OFF ON ANY HAT, T-SHIRT OR 

NINTENDO^; 

GAME ACCESSORY IN THE SUPER POWER SUPPLIES CATALOG. PLUS ALL 

KINDS OF EXTRAS LIKE TRADING CARDS AND EVEN DISCOUNT CERTIFICATES FOR TOP SELLING GAME 

PAKS. SO THERE YOU HAVE IT. THE GUIDE, THE MAG, AND ALL THE GOODS FOR THE DISGUSTINGLY LOW 

% 

PRICE OF $ IB*! THERE NOW, AREN’T YOU FEEUNG BETTER ALREADY? 



OWEE 




CALL 1-800-155-3700 TO SUBSCRIBE 

AN9 WE’LL GET IT ALL TO YOGI ZEG& BANG POW. 


♦CANADIAN RESIDENTS PAY $25. 
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The Expanding World of Nintando Game Play Counseling 



A 


Becuose of the popularity and growth of Nintendo Came Play Counseling, it has been very difficult at times t 
get through to a GPC. In response, changes are being made to the service that will allow callers to get game 
play information much more easily. The most commonly asked game play questions will now be handled by a 
24-hour Voice Response Unit Live CPC help for callers with other complicated and detailed questions can be 
obtained on a new 900 number 





1-900-288-0707 

1-900-451-4400 


(U.S.) 

(Can. 


) 


<95 cents per minute U.S./S1.2! In Csnsile) 
Cal tor* undar« muat mpnat parnmm to td I from whoevar paya tha bit 
4wrrT2 Mfcttaht Monday- SaWdiy (Psafe Tine) fiam-7ptr Suilay 


Beginning March 1, you can call our new 900 number to talk to a Nintendo Came Play 
Counselor and leam aH af the secret tips and strategiesthatyou need to help you 
through your favorite Nintendo games! Where else are yau going to find crucial 
information on aver 1500 Super NES, Came Boy and NES games? Nowhere else! 


pens 




1-206-885-7529 



Ungdatancachargaa may apply Ea turs lo o*t pwmtaian fron 


Also on March 1, the pre-existing Came Play Counseling line will be supported solely 
by Nintendo’s new Voice Response Unit The VRU operates 24 hours a day and fea¬ 
tures highly-detailed, pre-recorded messages that guide you through amazing RPGs 
like Final Fantasy III and Illusion of Caia. Blockbuster action titles like Donkey Kong 
Country and Super Metraid are also covered in detail. 






VRU 


A s always, look to Nintendo Power and Nintendo 
Player’s Guides for the most in- depth printed 
coverage of all the newest and hottest games! 
NP has all the inside information. For example, the 


Final Fantasy III and Donkey Kong Country Player’s Guides 
were printed even before the games were released. 

You can’t get much more an the inside than that! 


Iki 


iwmsfris 19 fslWL 


STAY TVNfP! 
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S^er Punch-Out!!? our 
resident boxing expert 
turned this game Inside 
out to bring you battle 
plans that can't be beatl 


TAKE 2 REVIEWS 
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Kirby’s Avalanche 2 
C2 Judgment Clay 7 
Tiny Toons Wacky Sports E 
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Super Punch-Out!! i 
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vwHfn 

You've seen what ACM 
rendering can do for 
the Super nes games- 
now see what it can do 
for Game Boy games! 
see Donkey Kong Land 
like only Nintendo 
Power can show you. 



STM F*X H! 

What's the biggest news 
in video games this 
month? star Fox m 
Check out Nintendo 
Power's Pak watch 
exclusive first look at 
this great new game! 
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MANA KNIGHT 


I im fh« hey who wields the sword. 

I im the hoy whc hreeght 
terror to this world. 

I seek the eoerige to set things right, 
to rid the world of derknsst, 
to bring hick the light. 

My eempooioni end I let off on o«r geest. 
We seireh new lindi, we try our host. 

By oinnon or dngon, we fly through the 
sir fighting monsters. Should we try? 

Pe we dire? We defeet the Emperor, 
hot it wn too lets, 

The Mono Fertreis hes risen 
tnd left es to ser fate. 

The hoy thet left home 
is ne longer here 
for I em the Mene Knight, 
full of eoerige, witheet feor. 

The sight of the Mene Boost 
brought pity te my heart, 
hut it had te he done 
thoegh it nearly tore me ipert. 

Finally, peeee is restored to this world 

for now.... 

KATIE CAOUETTE 
v SHERIDAN, WY 


IF YOU’RE W THE W9«D TO 
WHITE, WE’SE 1“ THE !Pn» 

TP REAS' 

M ANTED: Youfr though is ■an 
the Virtual Bqy concept 
Good* or inaiff ir«nt—we 
want 

NINTENDO POWER - i 
PLA YER’P PtlLSE 
P.Q BOX 37033 
REDMOND, WA 
9B073-9733 



L ast summer while in Italy, I 
was visiting my friends at 
their grandmother’s house in the 
countryside. It has been a yearly 
tradition to bake homemade 
bread there. This year we wanted 
to try something new. This is our 
Bread Boy™. I would appreciate it 
if you would print the picture of 
our creation along with their 
names and mine. Their names 
are: Giorgio and Daniele 
Mangano from Ccfalu, Italy. 



DAVID LANCHART 
REGO PARK, NY 

Looks pretty good. Mow'd it taste? 


F was recently reading Pak 
Watch (Vol. 66) and on the 
very first article, about The Lion 
King, over half the article was 
spent telling me how superior 
Super Nintendo is to Genesis. 
This has also happened in several 
previous Pak Watches. Don’t get 
me wrong. Super Nintendo is bet¬ 
ter than Genesis, but I don’t need 
you to remind me in every other 
issue. Over half of the game 
review was spent telling me about 
how Super NES is better than 
Genesis, too. It says more about 
that than the game! Would you 
ask your “'Pak Watcher” to please 
cut this out? I’d rather hear about 
games than comparisons. 

BEN ZELLERS 
MADISON. W! 



T he Donkey Kong Country 
video was AWESOME! I’m 
really impressed by the graphics, 
but everything else looks great, 
too! I especially thought the host 
was cool. I hope you have more 
videos in the future. Oh yeah, the 


sneak preview of Killer Instinct at 
the end was great! Enclosed is a 
picture of me at Camden Yard in 
Baltimore, Maryland. I had just 
received my Super Metroid issue, 
so I took it with me just in case the 
game was slow. Keep up the good 
work and Play It Loud! 

DAVID WERNER 
BURKE, VA 

W hat happened with all the 
comics? The comics were 
one of my favorite parts of your 
magazine. With all the new 
games, it should be easy to come 
up with some good ideas for a 
comic. 

CHRIS RANDOLPH 
CIEVEIAND, TN 

Your question has been asked many 
times by our readers, Ch ris. We may 
introduce a new comic in future 
issues, but for now, we're conccntrat 
ingon bringing you the most gaming 
information. 
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W hile I was waiting for 
Mortal Kombat II to 
come out, I got bored. So I decid¬ 
ed to make my own figures. They 
are made from old Army figures, 
hot glue, modeling compound, 
paper and tons of model paint. I 
hope you like these enough to put 
them in a future issue 



PAUL THOMPSON 
CLARKSVILLE, IN 

Great work, Paul! Very cool Paul also 
sent in a photo of Scorpion applying 
the finishing touches” to one of his 
opponents. It was probably Sub Zero. 
It was hard to tell. it looked as if he 
had suffered a severe meltdown! 

A few days ago, I received 
Donkey Kong Country 
after waiting for about a month. 
Nintendo and Super NES are 
great, but yon have to pay atten- 
tion to other things, too. I 
received a poor report card and 
now I can’t play my NES or Super 
NES until after Christmas. This is 
a note to anyone still in school: 
put your education first. Those 
who take this, the longer route 
will reap their reward. 

DAVID RUDM AN 
ROCKY HILL, CT 

Good advice, David. It’s always best to 
keep your priorities straight 

TOP T E N I 

VIDEO <3A ME PA PQPIES 

10 Super Par lllars-. The fiolfer Putts Bach 
9 Schoolhouse vdnid; Simon's Test 
B (llano s Pop machine 
1 Pouter Rangers ms. Predator [ eu»0 
6 Onller Instinct The M" lllars 
S. Street fighter Toon 
(featuring dlonty Bison and Babsli) 

1 Cold Berm Tim. Adventures in a (lose 
3 UJild Bahe- The Pie Puzzle 
E Turn and Burn- Bad Pancakes 
I. mortal lilombat AustralianPamc 

KYLE HEMBREE 
LITTLETON, CO 


ODE TO NINTENDO 


I thin* Ih*t I ilull <i»«i i** 

S»m«M wh* mu ptu lw*t thr»» 
With Giomkti ni Ktipt 
•nd ••fc-imkt ftUrt 
f Murs*, there ere e whele let mor . 
1 eeeeet difeet the Plrehee Plwrt 
I just eee i teen te, ee I eee t. 
But 1II eet it ee the Euy Mede 
Aod u» my xeper leeret oede, 

I die ot the iteje where Merie dives 
But I just jet 200 lives. 

Beet Level i, hoi I eee de it 
If I juit pot my mied te it. 

Oh, eol I lost! This it to leme 
Weet e used Niiteodo gome? 


ZACH SNOW 
AGOURA HILLS, CA 


WOW That’s what 
first came to mind when I 
watched the Donkey Kong 
Exposed video. The graphics 
and music totally rock! I’m 
reserving my copy ASAP. 
Congratulations arc way over¬ 
due to the creators of Donkey 
Kong Country. Job well done! 


KELLY BRISTOL 
MAXBASS, ND 



Nintendo power 
Subscriptions & 
Consumer Service 
1-800 255-3700 

(TDD 1-800-422-4281) 

Call for service, general assistance or to 
chsnge your address between 4 a m and 
midnight Pacific time. Monday through 
Saturday or 6 a m and 7 p.m Sunday 
French- and Spanish-speaking representa¬ 
tives are available 

Game Counseling 
1 - 206 - 885-7529 

(TDD 1-206-883-9714) 

Call our Came Counselors for help 
between 4 am and midnight Pacific time. 
Monday through Saturday or 6 am and 7 
pm Sunday Its long distance, so before 
you call, be sure to get permission from 
whoever pays the bill 
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k Wire Sponge 
f Overdrive Ostrich 
* Wheel Gator 
Bubble Crab 
Flame 

Morph Moth 
Magna Centipede 
Crystal Snail 


Mega Bu ster 

Meg a Buster 

Strik e Chain 

Spin Wheel 

Bub ble V Hash 

Spee d Burner 

Silk S hot 
# - ■ — 

Magnet Mine 


urner 


J 


■ 


II 



Man game play as 
X follows up his 
stellar Super NES 
dehut with Mega 
Man X2. This time, 
it appears as though 
Capcom has turned 
up the heat a 
little. X2 
is a chal¬ 
lenging 
game. 



HEART TANK GIFT 

If ever iff* was a gift in this Mgp** 

S ums, this has t® be it! From HE; 

start ip iaft and juiK«< up Fps' 
tho wnll Thera is a hiddwi I | 

dfctisn near the top that hides 1UI 
* Heart Tank. The mar* heart IjjM 
Tanks you pick up, the hatter, «l 
lut this ii the eaiita r»n t i 


HEART TANK GIFT 

If aver if f*was a gift in Ihit Mgp** 

S ums, this has t® be it! From HE; 

i5 start |p loft and juiK«< up Fps' 
tho wnll Thera is a hidden I | 

ffetisn near the top that hides 1UI 
* Heart Tank. Tha mar* haart IjjM 
Tanks you pick up, the hatter, m «l 
Imt this ii tha aaiifti r*oa j 


UJlTl^Sn^LTnUV Ti>\Pi^ 


You can blow through this stage quickly, but 
there are a couple of things that you should 
pick up, namely the 1-Up and the Sub- Tank. 
A dash is required jump to reach them. You 
can blow up the four orbs in the stage, but 


doing so doesn’t seem to change anything, so 
don’t worry about them... 


1-UP & 
SUB-TANK 

Dash jump up and to the 
lift iff of the lint moving 
1 ,1 above tho spike pit. 
Jump up the traa an ! then 
dash jump nver te the right 
Pick upthal-Un and 
Sub-Tank, 
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X SJJULHDlEi'JT 


As X defeats various bosses and acquires new weapons 
and powers, hell be able to reach previously inaccessi¬ 
ble locations. Dr. Light will appear four times in out-of- 


MEGA MAN X2 


the-way areas. There, hell boost X’s options, weaponry 
and defensive capabilities. 




UL 1 UT 3 


'JJlSJjA: ijJJ=2\T £Jl 



Deep down in the Energen Crystal 
stage. Dr. Light waits for X to show 
up and claim the Power-Up for his 
helmet. _ . -- 


Power-Up 
allows X to 
locate hid¬ 
den pas¬ 
sages. 


mque 




There ere msny L IB ■■ 

srees where the 

mid-air desh will com* in hendy It 

can get you out of tricky situations 


Power-tip until X 
glows red The first 
Mega Buster shot is 
normal Th# second 
shot is extremaly 
wicked! 


Check the Robot Junkyard map 
because this one is 

iiiid X 

spin \vh< 

down to the room 
that houses the 
Armor Power-Up 
capsule. 1 ^**”* , ^ 


Wine 

5 POIYGE 


Charts ep * M«ga fiiwlnr I'.otis y js an w 7 
the if m hut iton't fire t airtil Wire Spiers# V 
duows lus weapon out at you Jump as yy 
blest the Mega Buster so his Wirt Attack V 
won't hit you. When he attaches himself to 
the ceil my, jump up and blast him as many 
times es you con, hut watch out for the stuff 
he spits out Whee one of his shots hits the 
floor or well, e pointy growth will eppeer Blast it 
eway with e Mege Buster blast Yoe can't hurt him 
whee he turns red. Just gat ea far eway as possi¬ 
ble ta avoid the electrical ff * J • 


Instead of riling th« 
lift let it par, and drap 
down M vi to the 
right t find the door. 
It'll open if an X-Hunter 
JtatatiwedHith* rc m 
attfc* m* 
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Because of the difficult mini-boss that’s located at the enhanced firepower and also capable of withstanding 
halfway point of this stage, it’s probably best to save this more ferocious attacks. 



stage until X is capable 
^ of delivering 


jfc USING THE MECH 

^ f The two matt importst thuifls ttart the meet* will 
W : lot you do nr* ranch ntocoe you coulda't oormolly 
rooch and smash Amos you eoulda t normally 
mush. Be croatwa with rtl 


ft takas soiM work n ««t 
ne mtch to whore tho 1-Up 
is Iwatei, hut one* yc j da, 
just smash thrMifh th* 
Wjcks until a path It 3ha 
1-Up is apm4 Jump iut 
of tfr* mack to snuf it. 








Sf* 

•M 

>| 

/ • ' ■ 
• i v 


WM' mmm 










A 



This stage features danger¬ 
ous rides on hover-bikes 
and long, treacherous 
jumps. Real daredevil stuff! 
Some of the Items are 
extremely difficult to get in 
this stage, especially the 
ones that you have to get 
while riding on a 
hover-bike. If your bike- 
blows up' you can go back 
and get another one. 

START ' __ 


X-HUIY1TER 

Y^bnfltWfiBvt Spin 
Whaol before y u cun 
saw through the- 
rocks that bhek ft a 

! sth loading up to At 
•Huirtar .'Mr. ff 
Violin. S»rg*s or 
Agila are msiia, Hit 
daar will *ptN. 


COLLECT ENERGY 

Ms are* iocs y >u good only if you hava Spin 
Wl ol an 4 Silk Shot Us* Spin Whaat la di | 
your w jy in aa t ure im /od-Uf Silk Shot la 


Kuchac 

yaacaa. 
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WtMMIAI* 


GET THE ENERGY 


Finish all of tilt ptsky bats in this 
l am and than Pewtr-Up with Silk 


Mar the hattla with fte mim-bacs, yeuc*uld 
uae soma energy. Jump jn Hi* black m it slide* 
afteryauand us* SI 4 ..,I- l.. 

It as a step ta *********** 

jump ta the I 

ledga whan the 1 _<«>_> 

energy is lecat- F 5 V** 


Shot I '* eftiandy weapon 
ewnr-Ups will appear Grab 'ami 


IS:] It'* be# to attempt tteEnarg tn Crystal Sti|* 
.ir4| after yau hive cleared mart of flit athir 
siege* especially the Central Cemputar 
Stag#. Magnet Minas art tha weapen if 
f_' choice te use against Crystal Snail. They 

seem to do the most damage to 4 

the mechanical hermit And this seeil isn't slow I When 
he stilts spionieg, get ready to dash oat of the way 

because he'll zoom 

“ “ ™ ,mMm 1 directly at you. Shoot 

only whea he's eat of S' 

-I. »'sW i? 


This 

• wer-llr, 
giv>5 X a 
radar system 
hat locate* 
hidden 
ahjacts and 
■assag as. ft 
mates a 
hidden pas¬ 
sage right 
after y*u gat 


HEART TANK 


Hide a Invar-bika inside 
ha base and iump it up 
into tha uikas. Getting a 
Heart Tank usually 
involvas losing a Ine. 


WEAPON POWER-UP 


OVERDRIVE OSTRICH 

He can't i»y, but he is fiat Ha Jumps wall, trnl Overdrive Ostrich will ry to 
jump an top of yau. Aeyau tat him raca alang the bnckgr mi and than 
jump toward \ <u, preparer dash away, torn, and than fin a Mega Buster 
"ilast at him. Daefc like a madman in Urn apposite direct an You may have 
ta dodge his multiple Seaic Slicer shots, bat 'Tying to moke him jump on if 
yau *iy outrunning him is the beat way ta btny this astrich in tha sand? 
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GO UP THE CHIMNEY 

A Htert Tank aii StrVFahk can bt picks, J up H y«u cm make it bp into these raonts. Don't Iris 
the alarms when ioiitfl for the Heart Tank because yui nthe gun black to stay on the left 
wd# shaft ^wesed-Ur; Spaa I ^urt«|tiOTp* are what y ull m*4 to reach ’ oth rooms. 


Tlic timing of your movements is critical in this stage. In the first sec¬ 
tion of the stage, it’s important not to trip any alarms. Jumps and dash¬ 
es have to be executed perfectly. Also, toward the end of the stage, 
reaching the X-Hunter door while avoiding the blocks and targeting 
system requires extra speed and agility. 




isn’t very difficult It should be one of 
the first stages attempted. \&u should 
definitely go through it once X is bet¬ 
ter equipped to search for secret 
rooms. 

START - - - - -_ 


HEART 

TANK 

A wall of spike* 
prevents X fram 
easily obtaining 
this Heart Tank. 
Coma back tt this 
location after y u 
can Pawar-Up your 
Speed rumer. 


- .m i ■ - 

MEGA BUSTER POWER-UP 

You have to have he PoWar-B^ far yew bebfc before yju fieve 
r iiy chance of reaching He Mega Buster Power-Up capsule 
You hav* to ex jcuta twi parfoctly-irmed dash jumps from tha 
walls u i jako it up thk shaft 
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MAGNA 

CENTIPEDE 

Till battle with Magna Centipede fell 
m overly difficult we. but it can tike 
quite * white 1 thoroughly ventilate 
him tdor? antenng his lair..^wer-Df 
wi n Silk Shot This sh ould take his 
rrmor away from him kefera hi gait c 
chance ti use it If ha has hit magnetic 
armor, bill hi powerful enough*pull 
you up ti him He'll sung yau with his 
ail. Shake taose if ha Joss managt ta 
tirah you. Stay in Jw center of the re n 
aa d shoot him with Silk Shot whan ha 
a^paars. Whan ht goat to the calling, 
hall usually shoot nut Jirta different 
blasts of three mi wee. Jump or aveid 
tha mines and than jump up aid a heat 
him when > sweeps duw* 


Altar telling down ho bng 
shaft in difo stage, use dash¬ 
es and dash jumps to avoid 
as maijy ef lha failing blocks 
ec you can and blaze over tf 
tie right. Try Aa reach tha 
dear feafore the blacks build 
up. 


WHEEL GATOK 

fir the tint part of the battfa, Wheal latar Me • fairly specific ■•»!* that 
he sticks t}. A single Siin Wheel will raca taward you, Climb the wall on 4 
than jump out ever tha Spin Wheal ns it goes patf you. Immediately climb 
tie wall again air' jump out over the second Spin Wheat that cymes your 
way. One* again, anf faster yot climb back ap the waif because Wheel 
Gator will try V jump up and bite you. Yau need o be at team tbree-guarwre 
if tha way gp tha wall or he will get y jil Whan he lands, jump out evsr him 
and r ovate 1w opposite sided. it ream. 41aat him w?:h Mega Jiister 
ahem and dedge lie packs tf Spin Wheals that fie sheets. If lie “drills'' he 
wall, it will leave a spike that ytu cant touch. 


IQ 


1-Up & X-HUNTER 

Wide the lift all die way ta tha 3op of his shabtotfi then 
sprint to the I aft t* nab a 1-Up. Fall all the way back down 
and nda it hack no agan. Te the rightie a dgor that aa 
X-NurterceuM he frdi>* behind 

























































id-jut jui'jji/AJiu -JSr\n 


H ARMOR POWER-UP 

ft It waraaTiarMilirip,yardntmkr <wt?*t 
W* Hh« Aiwr i-ovw-l' eipurii was locate 1 hare 

SrV Usj tws S in Wbaals t# lio down t it 


A parasitic cr atur 
cantralsthisliit* ■_ 
robot. Blast tha roliT 
and thin blast tha 
crc iturt whan it 
jumps aatofth* rohets bady. 
"Y«i havt Toffi jfrt this at tit 
tries. 


1-UP 

Safare pr?c»dlag to thf 

lijtit through th* saerro* 
horizontal section if th 
iv'bot Junky srd, dash 
junta back :*ar te th } loft 
l» pick up tha 1-tfp that's 
just sitting thara. 


Visually, there seems to be a lot going on in this stage. The background is 
very detailed and is often on the verge of being distracting. However, the 
stage is not very difficult Check the map and be sure to get the easy 1-Up. 
Don’t let the mini-boss scare you — it’ll he a push-over. 



A 1-UP 

Dash and jump wart# 
ha Idga abov ha t-lfrr 
Usa a Spin Whssl to 
break th» blacks so yon 
can drop daws to it 


SUB-TAI\IK 

P-Wff np th* bubble Splapfi 
tojumpupout ifvbawatat 
Whan you hit the surfcct, 
ju if again to roach tha ftdgfc 


ENERGY 

Bo sure to search oil 
underwater areas 
thoroughly because 
there may bo hidden 
Energy or weapons 


SILK POWER 

Whtnavar yeti naad Energy, this is tha 
placa o bt. P*war-Up Silk Shat fo 
draw in as many Enargy caMufts as 

K ou need, Thay'ra fraa for m Jtk srgl 
lo guasdaat askad. 


There is quite a bit of territory to cover in this 
mostly-undcrwater stage. True. But if you know where 
you’re going, it’s not so bad. Having the map to this stage 
will help tremendously. You can destroy the subm arine, 
but don’t. Sec where it goes. 


START 


HIDDEN HEART 
TANK r-J ! 

Ptwaruptha Bubble Shat in 
•rdarta leap to tha 
vertically-movin'] jets, Thafs th* 
kty to gaciity tha Haavt Tank in 
tiii* aria, hs not at all aasy. In 
Taqt it's axtramatybard ta da! 
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N > ju have the S*jied Bcrtor Weapon, yea 9 HmM hmm Tree- 
Lies SMMtin^ Morph Moth, Just jump and firo a Spea_ * umer 
sh «t at the weolly beast fa burn rt A Morph Moth starts spitting 
jut junk in a circular fan-like ;att»m ( lash in *• direction that 
it's spinning, climb dig wall and then dash jura out ever Me uh 
Moth Repeat this .trocar; as necessary, Ket frying Morph Mel 
with Spetil Burner even after he turns into a butterfly. Once the 
jaoth has mot;iheiL though, you have to -Change y our attack pat- 
»«i Descend she it werk* well. , .... ... ., 


Aveid did butterfly's 
s.srkle shots Ly dashinp 
evt A die way Climb the 
walls an shoot Speed 
Primer sheto at it 



X-HUNTER 


Honestly, if you have elurfw function 

on your cnntrollnr, this ie the easiest 

boss to beat in (tin entire gemn Just 

ire n constant stream of shots ood 

you'll have eo troubles! You can rip | ^ 

through his protectivn shield in en 1 ” 

time fiat! If you don't have turbo, you - I . -J 

should resort lo the conventionnl «-* g J 

of boating Bobbin Crab—with Spr T ^ 

Whnnl shots! Spin Wheels dn the i 

of dnmagn to Bubbtn Crab. Your goaf 

should he to keep Bubbln Crab ns far - 

awny from you on yeu can. Let the 

Spin Wheels work thnir destructive magic un the mechanical crus¬ 
tacean while you stand 
beck and prepare for your 

11 n . _ ....... IJJ tshot 


If yeu follew lha submarine 
all the way ta where it 
d icks, yeu will have found 
an X-Huntar doer 01 ceurse, 
to get there yeu have to jum 
wtdi the help if a 
f ft^ u ?’ ubWeShit 


MORE POWER 


t?i« uedtrwrttr surr oundings ta Celle t : 
Energy, y )u ;ou!d he able to find mete had 
eiuugh Pawer-Ups la hidden areas lo keep 
you gain* 
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Flame Stag’s territory is a challenging stage, especially the erupting vol¬ 
cano section! Uh, that’s like, hard. If you don’t have the Power-Up for 
your boots, don’t even attempt this stage yet because being able to dash 
jump is extremely important The second vertical shaft also requires 
quite a bit a dash jumping to make it to the top. 


Ir t nat aasy ta fat 
up t j that doorway 
fromtha rnteida, 
but it can ba dan*. 
Onca inside...jump 
up to tha ro nt 
directly abova and 
than untar to da or 
if an X‘Huntur i« 
inside 


LURE THE 


FLAME 


Inttntly, defatting Hama f dig may saa<ota hat mm JWfl- ^1 
cult task than It really is. You can boat him with Powarad-Up 
Maga *ustar sh its, but if you really want io las gat him with supair *4iV 
•r iirepawar, uca *ubblt Splash. Ha hat a? that stuff Whan ha zifzajs 
up tha will, nova t* tha cantar af tha re *n and wait for him o come beck 
down Dish out if tha w y whan you saa which way ha's fling la go ana than 
blast him with • ubblas. Ha'll hrjwftimas atyau. 

Yau can usually jump tha first btciust it's a m. — - • ■ 

straight shot Yau can duck ar dash away from ha 1 

sacand baciust it will curva upwards as it comas 

toward you. Use a dash jump whan ha i raaks Iff 

across tin scrim Ha’ll leave a trail [dt fire that I 

will die oiti in a faw atc^nda. f iu • 


Lura this machanic*! baatla to tha tap of thia 


saction by |umpin| up tha wall, fftt crashas 
inti a ” Joorway," it will axplobt, so don’t stop 
on a yujiway Whin at :ha top, fat the 1-Up, 
lump an tha baatta anti dash jump to tit latt 

Gray tha Sul> _ 

Tank. 


VOLCANIC VENTILATION! 

You'll havo to attempt this saction mare than onct! Don't 
vurry abautths 1-Up — it* a rep. Tha lava will probably 
9 «t you. Usa dash jumps . —- - 

to gat you up lh» lava 
tube ah sad of tha lava. 

Shoat through it banter ) 
to gat tha HtsrlTank. 

You'll probably teat a life ^ - Si ft - 
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X may have to f lght the X-Hunters twice. The first time, 
during die initial stages, you will fight, to regain Zero’s 
body parts. But the second time, the battles are for 
keeps! Dr. Cain still needs more time to reactivate Zero, 


MEGA MAN X2 


so X is sent to the North Pole to battle the baddies. 
Before fighting the X-Hunters, go back into an earlier 
stage (like the Deep Sea Base) to fully Power-Up your 
weapons and energy. 



VIOLEN 


Urn most impoitaot thirty to pay attention to wtiei fiytainy Violen i* the 
location of the blocks. WYntyoo *heeld do - chorge up the Megs Buster 

end "hide" behind s block so __ 

Violes’e m&ce won't have as much pi 

of e chance to bit you. Drop Mil 

end shoot him when ifeclrjer. It W « 


When Serges is in hie machine the second time you meet him, 
blast away the g sn turrets with Silh Shat and then blest him 
directly with Sooic Sliecr or powered-sp Mega Bister blasts. 
Ifi difficult to avoid his ehots, so make sure yoe have yoer Sub 
Tan he full of energy. 


Stay up on the wall and bide 
yourself behind e block to 
Violin's mace wos't hit you. 


After the gun terrets have keen 
cleared, go fur your mois target 


When yoe have the 
Megs Buster charged ep 
drop down from your hid- 
isg spot end let the fat 
hoy have it! 


Whes yos meet Agile is the fine! stage*, 
watch the spihes end that me Magnet 
Missiles while avoiding his various attacks. 
Whes the sections bngin to fall, remember 
that there is oily one safe spot— right 
underneath him. 




saaiviA 

RETURIVS 


If you romenrtiir X'e first Super 
NES ed vesture, Sigma wes behind 
ell ol the M eve rick robots ond the 
problem? that they brosght about 
Well, ft looks os if Sigme is et it 
o«ce again But this time eroesd 
thugs ore • little different .ifa 
Nao Sigmol The bettla with the 
wire-frame Neo Sigme at the end 
is e d oozy I You elways hnew that 
the mostly males? Stnhe Cham 
woeld come m handy! 
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Grab a friend and get a piece 
of the action in the Plaver vs. 
Playe r Mode. The object is the 
same as it is in the Player vs. 
Computer Mode- 
the first player to 
nunple t* three pu/ 

/It s is the winner. 

The difference is 
that competition 
can get personal 
when vonr oppo- 
is human! 

Because no two 
players are alike, Pieces fea¬ 
tures a handicap option. More 
skilled players can set their 
tinier speeds on the high side, 
and beginners can go for 
slow times. Leveling the fj 
playing field is especially $ 
helpful when Mom or Dad g|l 
want to piece together JJ] 
some fun—the kids might ml 
wipe them otherwise' ®| 


^spJ you 

9twstty a 
Will aCJ: 




’9A HO*! fe-.ccinc Co. I 
&l994AiLUS 


EWUIX FLIMS '_•' 

Families have long idled oway hours 
piecing together jlgsow puzzles on 
their cord tables ot home. Naw Atlus 
Introduces Pieces, __ 

o high-tech ver - fe 

slon af the tried ^ 

and true pastime, **■., i .. 

a pOStime thOt’S l-I I*m Gilbert! I hav< 

even mare fun an 

the Super NES. It XV’™e c,osc,y bcf 

has o variety af 

ploy modes and an option that lets 
you adjust the difficulty level, taa, so 


for the solo player. It is especially appropriate for the 
player who wants to practice for a future battle against 
a friend. In this mode, each of your computer oppo¬ 
nents will have an animal alter ego with its 

own unique attributes. The 
opponent you will face first 
depends on the difficulty 
level you choose. 


\E r - 

JBL. 


1 J: 

m 




0 

m- 

^ -* 1 

V 

|_ | 

rj 

& 


0 


t - ‘H > M ft* suitable for 
Z “j.Tbl ^ 7=1 everyone in the fam 
# 1 ^ ® -§ Hy, from beginner ta 

^ experienced gamer. 
V *}■ y rj The challenge Is In 

|J using puzzle pieces 
^ ■ ta create 

l|pOpjHIK images, and In 
p 1 < r getting it dane 

V jj . ‘ I foster thon 

I— I ^ yaur opponent 

R does. Whether 
^ v __ M, yauplay 

ogainst the 
computer ar 

against a friend, Pieces is guaranteed 
to puzzle for hours on end. 
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In the Player vs. Computer Mode, it's an all-out battle of 
wits, coordination and speed against that seemingly 
superior player, the Super NES. This Mode is perfect 






















Now that you're ail psyched up to take the Pieces plunge, you'll want some 
special inside information to helpget theedgeon the competition. Stealing 

is not an encouraged activi¬ 
ty, hut when your pride 
could end up in Pieces, des¬ 
perate measures must be 
taken. When playing 
against an opponent, press 
and hold the B Button until 
the cursor hegins to flash. 
Move the cursor to a piece 
that you need from your 
opponent’s field and press 
A to set that piece free. 
Read on for another tip. • 




grpom I sir pouj 

There is enother opportunity to "borrow 1 * 

S iaces from your opponent. If yot ewe tho 
weeper Item, holt of your oppeoent's fined 


pieces will he swept owey. Don't let thorn go 
to waste- - yot con grab the ones you need es 
they go! ___ 


Jigsaw Modt is the modt to try when 
more than two players want to shake 
up the pieces. By using the four- 
player adapter, up to five friends can 
play at the same tune! There are 
eight Genres of images to choose 
from in Jigsaw Mode. You’ll piece 
together pretty pictures like the 
Leaning lower of Pisa in the World 
Genre, a mountain scene in the 


le jigsaw 
can check 
difficult tl 


to 


ou 


se 


the 


ow 


puz 


ks 


•„ ;U 


be 


T yp 


C 


c 


g h 


make 


to 


ou 




fa 


pieces! 


o 


1 .and and Sea Genre, a litter of pup¬ 
pies in the Animals Genre, a bron¬ 
tosaurus m the Dinosaur Genre, an 
F-15 Eagle fighter in the Planes 
Genre, a tennis player in 
the Sports Genre and a 
cartoon figure in the 
Animation Genre. There 
are also four different 
types of games within the 
Jigsaw Mode. Some are 
quick to piece together, 
while others may be seri¬ 
ous head scratchers and 
may require the input of the entire 
group. Type A is the easiest of the 
four types. There is a generous 
eight-minute time limit, and there 
are no fake pieces thrown in to 
trick you. Best of all, there is a dia¬ 
gram of the solution to refer to. 
| The only factor left is your speed 
in piecing the thing together! 


Type 15 is similar to Type A in that it 
has no fake pieces. The pressure is 
on, though, because there is a five- 
mmute time limit. Type C is where 

the milk is 
Rally separat¬ 
ed from the 
cream. The 
time limit is a 
paltry three 
minutes, and 
there are 
numcro u s 
fake pieces 
tin own into the mix. You never can 
tell which is which! Type D might be 
the most difficult type to choose in 
Jigsaw Mode. There is no time limit, 
but you're going to need all the time 
you can spare, as there is no minia¬ 
ture diagram to refer to, and there 
arc fake pieces thrown m regularly. 
This one is for the experts! 
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Kirby isn’t all hot air—at least not in 
this unique game that combines 
elements of golf, pool and action 
games. Kirby’s Dream Course from 
Nintendo actually consists of eight 
courses with eight holes on each 
course. You’ll find water hazards, 
hills, trees and a final hole, just like 
on a golf course, but you’ll also use 
special skills to jump, warp, fly, stop 
and turn in ways that golf balls nev¬ 
er do. The goal is to sink Kirby in 
the hole, which is hidden under the 
final target. Check out our One 
Shot tips, which show you how to 
make aHole-ln-Oneon one hole of 
each course. 


From the most 
basic commands 
to the most dar¬ 
ing techniques, 
Kirby's Dream 
Course explains 
everything 


wms $m&ms 


Use the Demo Mode to learn about 
ten moves that Kirby can make. 
This demo also shows how Kirby 
can pickup special skills from char¬ 
acters like Tornado 


See the most amazing shots in the universe per¬ 
formed before your very eyes along with full 
instructions 


i 1! '* P T! 

1 " W 




JuL i i*1 
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KIRBY’S 
DREAM COURSE 


HHANDICAPII 

In the two-player mode, you can handicap 
yourself m several areas to make the game 
tougher and to even the odds if you’re 
playing someone with less experience. 
You can reduce the Shot Power, adjust the 
Guide Length, and change the Marker 
Speed, which determines backspin and 
forward spin. Players also roll dice to 
determine who shoots first 



Set the handles p difficulty for both play¬ 
ers before hitting the course 


IIBATTUNG KIRBVSlI 

Each player has one objective—get to the hole first! Plan your shots with 
cunning to keep your roly-poly opponent away from the hole. Points are 
awarded for finishing first rather than for the number of shots you take. 




In the two-player 
mode, both players 
try to uncover the 
hole and drop into 
it first 


IIA FOURSOME II 

Challenge other Kirby-duffers on 
the four courses. Each has differ¬ 
ent challenges and enemies. 




KRACKO 1 

1 GORDO 

r _ ' 

L— ^ 1 

% 



Kirby’s challenge is to get the lowest score 
possible in each of the eight courses. Every hole has 
secrets, but once you figure them out, you should be 
able to get great low scores. The battery backed- up 


memory saves your round and gives you a goal to 
beat m future rounds. As you progress from one 
course to the next, expect the challenge to increase. 



COURSE 1 


Ksf 
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Use tile High jump you picked up on Hole :{ 
to leap over the tree. Your shot power should 
be at three-quarters. 

You’ll bounce to the hole! £ 


This dwiuMu bouiicu ififti 
sets up the hol*-m- 




Here, you’ll have to master bumper 
shots, jumps, skipping Kirby off a 
lake and Parasol. Most of the lay¬ 
outs are simple enough that you 
can see the best shot from the start 


POWER 
& SPIN 


Straight Ahead 



POWER 
& SPIN 


Use Kirbys ability to curve 
to reach the erd of Hole 6 


Straight Ahead 


Ihe nick to this hole is to rocket up the 
long hill using the Wheel Fir st, you 11 have 
to bounce over Kraeko, which takes pre¬ 
cise timing. Hit the A Button after the 
Wheel ends when you hit the back 


Spark helps clear out the Whispy 
Woods while the Wheel keeps you 
rolling until you hit an object 
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Prepare yourself to perform fan¬ 
tastic feats of skill in Course 3. The 
High Jump skill comes in handy. 
Try to make it in two on most of 
these holes. 




KIRBYS 

DREAM COURSE 




In addition to the High 
Jump, you'll have to 
use the Stone to drop 
tram a cushion of air 
and Freeze to ice over 
the lake 




ffm m 

Expect uneven terrain and slopes 
on Course 4. On some holes, send 
Kirby on long, curving routes to 
avoid obstacles. On other holes, 
you’ll have to use Curve Shots or 
Tornados. 
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POWER 
& SPIN 

Straight Ahe"d 


Expect more multi-level holes that 
look worse than they arc. You’ll 
have to try some fancy moves, as on 
Hole 7 where you need to begin 
with a tight, counter-clockwise 
Curve uphill. 


Creative shot-making is required on thusu 



You’ll be bounced and bruised by 
the end of this course. Use three 
quarter power to miss the spikes on 
I lole 3. Hole 5 may be the toughest. 
Use die Arrows to reach targets. 


POWER 
& SPIN 


Teke the trampoline to the green 







































KIRBY'S 

DREAM COURSE 


mmm w 


UFOs arc real in Kirby’s Dream 
Course. In fact, you can fly them 
around the course to hit multiple 
targets. On Hole 3, you’ll need a 
Power Shot to start 


POWER 
& SPIN 



Don’t miss the middle target on 
Hole 1. Some curved shooting on 
Hole 4 will get you to the warp on 
top. And the final hole uses High 
Jump, Ice and Tornado to reach the 
end 



lisa trampoline's and curve shots to 
get around enemies tike these with¬ 
out taking damage 
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Practice is the only sure-fire way to / 

win at this game, and the training 
mode lets you explore basic tcch- 
niques on your own or against a second 
player. There are no avalanches in this mode, and if you 
play at the lowest speed, you get hints on which color to 
clear next. The higher speeds, however, can present a 
challenge even to experienced puzzlers. 

Choose your speed Mild, 
Spicy or Cajun The faster 

^ you go, the more bonus 

points you get Isithot 
enough foryou? 


wtLLUfwit Ju 

BREAM LJ iUS 

After yeors af flipping vitamins, puz¬ 
zle game fans are itching far new chal¬ 
lenges. Combining classic puzzle 
octlan, a whimsical 
stary and Innovative -'V mSgS 

strategy, Kirby's I pFiLSH 

Avalanche will please 1 j 

puzzle experts and j 

navlces olike. The 
abject is ta connect 
four or mare like-cal- 
ored blabs, ver- 

baulders will 

drop an yaur opponent if yau start o 
chain reaction. The twist Is thot the 
clear boulders disappear only when 
odjocent blabs are destroyed. 

Depending on 


Opponents of different skill 
levels can choose different 
speeds Just be sure that you 
don't get burned 1 


lit A© TO HIA© 


Veteran virus crunchers will 
enjoy this mode. Avalanches are 
now active, and your success will depend on 
how well you use and work around them. Once again 
echoing Dr. Mario, the more blobs you eliminate, the 
faster more blobs fall. As your blobs and boulders pile 
up, you’ll have to react quickly. Blobs drop through a 

chute in the upper __ 

left corner of the -13’.*ffW ffTffffflHI 

screen. If the chute is 

tti u collaps- ^ 


There are now five 
spaed settings and no 
bonus points forchoos 
ing a hotter setting 


Cajun speed is faster in 
1 practice mode, but here 
you start off with a pile of 
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boulders! Noblobbm' 
way! 


SELECT LEUEL 


SELECT LEUEl 


-ID DUD 


y! 1 Your dr-sam 
c rriftd you 
h*r* ii #nds. 


^Mj 


1 ^ 

i^T 




KXM 

■ wmm 

J 

1 

rr. 

B 
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more practice, 
ill of full com 


THE FOREJT 


Taking characters and settings from 
Kirby’s past exploits, the competition 
mode sends you on a journey 
through the forest to the First 
Annual Dream Land Avalanche 
Competition. You’ll face many com¬ 
puter-controlled challengers on your 
way to the Dream Fountain, each 
bent on preventing you from reach¬ 
ing the final contest and winning the 
coveted Dream Fountain Cup. 


You'll have three difficulty levels to choose 
from Will you start at the beginning of the 
journey or jump ahead 5 


In this mode, thare are unlimited continues, 
which will come in handy as you face tougher 
and tougher opponants 


If you 
you the thrill of 


Learning Stage It gives 
mode complete with 
avalanches but pits you 
against less skilled oppo¬ 
nents. This is the ideal 
place to perfect your chain 
reaction technique 


The Learning Stage has only three 
levels, end it does not lead you to 
the Dream Fountain 


These guys aren't so tough, so you 
can take some time to plan your 
strategy 


Don't get overconfident, 
though, or you may find vour 
choices suddenly limited by an 
avalanche of pesky bouldersl 





Vhen you’re ready to go for 
he gold, choose the Normal 
»r Hard Level. Normal 
tarts you at the beginning 
if the journey, while Hard 
akes you to a point farther 
ip the forest path. 


Here’s a hot tip that will help in the 
later stages: stack blobs up the sides 
of the play field, not along the bot¬ 
tom. Even if you have only part of a 
group, chances arc good that a 
matching blob will appear before a 
pair or triple is completely blocked. 


Ha may look harmless, but 
Broom Hatter will sweep you 
off your faet and out of the 
competition! 


If you survive the trip to the 
Fountain, King Dedede will challanga 
mu to a final duel Caution Falling 


youxoi 
Rocks! 


Stacking blobs on the sides of the screen 
will help keep your options open for mul¬ 
tiple matches and chain reactions 


Dropping boulders on your opponent pre¬ 
vents him from making matches It looks 
like the bottom is about to drop out from 
under this guyl 
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THE 


© 1994 Virgin Interactive Entertainment Inc 
© 1994 The Walt Disney Company 


Lion king 


PART 2 


This month we’ll lead you on a safari through the second part of 
Disney’s The Lion King, from Virgin Games. last month, we took you 
through Si mba’s early years, when life was little more than a frolic for the young cat Now, 
as life's challenges become greater, the king-to-be gets older and, with any luck, wiser. 



STAGE 6 


HAKUNA MATATA 

Hakuna Matata is more than a stage—it’s a way of thinking. It’s a problem- 
free philosophy that Simba learns about from a couple of jungle pals. This 
stage isn't exactly problem free, though. There are poisonous toads and spi¬ 
ders, so give them a wide berth and pounce only at opportune moments. 
There are lots of levels to explore—search them carefully for treasures. 




START 


As you work your way back up to the 
upper levels, you'll come toe piece where 
you must swing from ledga to ledge Tima 
your swings and cetches carefully If you 
fail, you il be swept away by the nver that 
runs below the ledges, and you'll have to 
climb back up to try again. 
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At this point, you II have co jump across 
the waterfall using t he felling logs es 

__ stepping stones 

w « Try to lend on the 

j slow-moving logs 
BH es you work your 
^ fcj weyto the bridge 

above 


Hold Right on the Control Pad 
and lump from here The river 
you land m leads to e shortcut 


SHORTCUT 


GOAL 




Before you con exit the Hakune 
Matate stage, you'll have to beet a 
big ape Don't approach him while 
he's eating Wait until he tosses 
some boulders at you, then 
pounce on the grouchy gorille Be 
patient Attack only when it's safe 
to do so 





















































After defeating the Ape in Hakuna Matata, Siraba grows into an adult 
lion, ready to test new skills against increasingly fierce enemies. Now 
Sirnba has two attacks: he can slash with a single paw, and he can rise on 
his hind legs and claw with both front feet Both arc powerful. 



GOAL 


Packs of leopards attacks one right after 
the other, but you can bcattham all with¬ 
out suffering any damage Stand still ar>d 
slash with ona paw repeatedly You can 
also throw them but it's more risky 


■ 





























Jump down to this ledgs to find 
the Bonus Bug, which is partially 
hidden by vines 


In several places, you'll have to claw through 
vines in order to continue, and in others, you'll 
have* to claw through vines that hold giant 
bonders in placa Stay clear of the boulders 
until they come to a rest Most of them will land 
in very helpful places, allowing you to either 
cross patches of thorns or reach high fedgas 


HI MCI W EOLL 




MIXING STONE 





Wher you trot under this big stone, it will drop 
and follow you down the hill Hold Left on the 
Control Pad and run off the end of the ledge so 
you won't be flattened by the rolling stonp 



Be sure to search out the powar^up at 
this point Picking it up adds to Simba's 
Roar Mater It s worth the effort—after 
all, the king of the jungle needs a power¬ 
ful roar 
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STAGE 8 


! 


PREPARED 


J 


Stage 8 takes Simba into a cave, where his new abilities will truly be put to 
the test Exploding fountains of lava, bats that swoop from the ceiling to 
attack, and packs of leopards that pounce en masse make exploring the 
cave risky business. It’s the most difficult stage yet 



GOAL 




•nnoyina Thw/rj hurt to 
dtf* it one* tt lyV: ukon 

3 'it, jq mil tii im whi! thf/i 
tuingmg from tft* sailing. 


CK 


ATTACK 

Vqu’vc already met thcenemies ihut 
ou’U encounter inthecave, but 
they’re perkier than ever. Stay back 
from the hyenas’ foaming mouths 
and strike with ihe one-paw slash. 
Use the same attack on die leopards, 
wh tch someiimtsattack in numbers. 
Trytojum, and slash '• bat* 
before the ' * • ••• 


\ ». Mtjnrtn 

mmyl ap irdsinth* civti Siv your- 
silftfi fjriaf by rtinnin'j past thjm. 


NINTENDO fffWER 


s THEEOCK 


Jump and slosh at the triangular rock over¬ 
head When you strike it three times, it will fall 
and break b hole in the ground You can go 
through tho opening and decide whether to go 
left or nghL Take the left route 

























Pause here for 9 Power Up 
Walk into the rocks to find a h*d- 
den passage that leads to a bug 
that increases S’mba's roar 


Don't stop to fight You have e limited amount of 
time to reach the log that will carry you over the 
lave pool If you stop to fight you'll miss it 


fhohit ok aiam 


for m 


u 


You II have to outrun 
another rowing stone 
here Hold Right on the 
Control Pad end go 



If you hurry to the left, you’ll be 
pounded byfelling boulders 
Stand on the ledge, wait for the 
boulders to fall, then hurry to the 
left before the next rock falls 
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THE FAST TRACK 

. . . . t » » . _ _ _ _ __ . _ __ ___ i 

If you don't wintiotakw the time to find the pow¬ 
er* ups in this region, you can cut to the chose by 
taking the most direct route to ths stage's mem 
enemy Enter the lost cave on the right end work 

S ur wey through the pack of hyenes to the end 
ere is no mid-stage Continue, so find ell of the 
Power-Up Beetles on the route 
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Stage 9 is a series of caves, and it’s easy to lose track of which ones lead 
where. There are hyenas hiding at every turn, so it’s not easy to survive 
long enough to reach the exit. There are a couple of 1-Ups to find, as well 
as Power-Up Beetles that replenish your energy. 


m 


You can see some caves on the upper leval Try as you might, you won t be abla 
to jump up to tern You're not missing anything, though, they’ra just exits 


EXTEND YQIM LIFE 


Enterthe second ceve and fight your way 
past the hyenas to this area Walk ail the 
way to the right bahmd tha rocks, to find a 
power-up that extends your Life Meter 
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If you find the brightly colored Bonus 
Bugs hidden throughout the game 
(usually in out-of-the-way places), 
you’ll get to try to earn 1-Ups in Bonus 
Rounds at the end of the stages. 


Try u cudnccwtyo! inkttlrg Bugs ayou can it 
you ow, the Bonui Round wife* ovw; 


jortii wmen 


STAGE 10 



It’s time for Simba to prove that he’s worthy to take the 
throne as king of the jungle, and Pride Rock is the proving 
ground. Of course, his old nemesis, Unde Scar, is also out to 
prove something, too. If Simba is to dethrone him, he’s in 
for the fight of his life. 


0 SPAR WITH 



You’ll meet up with Scar more 
than once Your one-paw 
Slash will keep him at bay, but 
it won’t hurt him You II have to 
throw him to cause damage, 
and he's dangerous in close 
quarters 































On your way up here, you must avoid th 
some damage, go ahead and jump to th 
tinue moving up It's a tough route, but i 



The last time you meet Scar, it 
will be a fight to the finish If 
Simba ts to assume the throne, 
and shoulder the responsibili¬ 
ties that come with it, he must 
prove his strength and valor in 
battle As an opponent Scar is 
a most worthy adversary. 
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Westwood took the 
scanned images, 
colorized them, and 
sized them to fit into 
the game - 


r 

THE 

MAGIC 

OF 

ANIMATION 


Virgin Games' Westwood Studios teamed 
with Disney animators to capture Disney 
magic in their Lion King video game 


DISNEY ANIMATORS AMD 
VIRGIN GAMES TEAM IF 
TO CREATE A CLASSIC 

Virgin Games and Disney broke new ground 
with the simultaneous release of Lion King, 
the animated movie, and Lion King, the 
video game. For the first time, a game was 
released while the movie was still playing in 
theaters. While Disney created the movie, 

Virgins Westwood Studios was using the same story line to produce Us game. All of the 
characters and all of the graphics were hand-drawn, one at a time, by Disney 
Animators, and some of Simba’s actions requited as many as 50 drawings. In all, Disney 
produced 2,000 frames of animation for the game. After Disney perfected the frames, 
they were sent to Westwood Studios, where their artists scanned them into their com¬ 
puters and colonzed andsized them to fit into the game. Using Disney animators, and 
animators who actually produced artwork for the movie, helped Westwood capture 
the lively animation that makes the movie so appealing. They were able to capture the 
distinct personalities of the characters. Disney animators were also excited about 
working on a video game. Chuck Williams, Production Specialist at Walt Disney 
Feature Animation, commented on his expedience. “What’s exciting about working on 
a video game is that it gives the player a chance to become 
Simba—not only to see the character on a big screen in 
the film but to play him in the environment that aflHH 

is so much like the film’s—to act out Simba’s 
role in the video game just like it is in the 
movie-" And as exciting as it was for 
everyone involved in the production of 
the game, it’s going to be even more 
exciting for players to assume the role 
of the king of the jungle. 



3 





Disnay animators creat- 
ed detailed back¬ 
grounds that were then 
scanned into computers 
by Westwood studios 


Disney Production Specialist 
Chuck Williams found it exciting 
to work on a geme that would 
let players control Simba within 
an environment like the movie's 










































































Nintendo 


CHALLENGER 


CHAMPION 


3 WINS-j LOSSES 


The exclusive strategies revealed 
here will allow you to defeat any of 
the 16 Super Punch-Out!! boxers in 
no time flat. It's true! You can 
become the Nintendo Video Boxing 
Association's Champ with ease! 


EXCLUSIVE STRATEGIES! 


™ & © am Trademarks of Nintendo ot America Inc, t9*4 Nintendo 
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EXCLUSIVE STRATEGIES! 


WHAT IT TAKES TO WEAR THE BELT 




There arc only so many punches you can throw in this game. It’s the way in 
which you combine your punching options that determines whether or 
not you will be victorious in the ring. 


GOOD DEFENSE 

“The best offense is a good defense.” You’ve heard 
that one before, right? Well, a good defense isn’t your 
best offense in this game, but it is crucial. Learn when 
and how to block and/or dodge punches. 


i HU t) tJtt IJ } 



QUICK LEFT JABS 

Besides a Knockout Punch, the left jab is the best 
punch that you have. It’s the quickest attack. Whether 
used alone or in conjunction with other punches, the 
left jab will be the one that you come back to again and 
again. Experiment with holding the Button down. 



HIT LIMIT 

Depending upon your opponent, 
there are only so many punches 
that you will be able to throw and 
land during a single flurry of fly¬ 
ing fists. Some opponents leave 
themselves open to more hits if 
you throw left/right combina¬ 
tions at them Some are more sus¬ 
ceptible tojab/body blow combos. 

You’ll often find yourself waiting 
for your opponent to make a 
move. When he does, be ready to 
take advantage of the position that 
he’s let himself get into. 

KNOCKOUT PUNCHES 

When you have landed enough punches to fill your 
Power Meter and the “S” flashes in die bottom lef t corner 
of the screen, you can throw a Knockout Punch. It’s very 
powerf ul and can penetrate an opponent’s block. 




HOW TO ENTER THE SPECIAL CIRCUIT 


> u P CHMPUHSHIP HOOP 

through the Super Punch-Out!! r 

ranks, the game keeps track of it^selict ► 

your win/loss record. Your goal it I NOR ClflCUir ol,* 

is to lose as few fights as possi- _ 

hie. In fact, in order to enter the *&t W 

Super Punch-Out!! Special * MRU) .CIRCUIT »m* Oi^ 

Circuit, you have to complete wrioi r larni t 

the Minor, Major and World VJ 

Circuits without losing a single 

bout! Once you've had a chance to tangle with the initial twelve 
boxers, begin a new game with the Intent of not losing any houts. 
Remember that zero losses gets you to Narcis Prince, Hoy 
Qunrlow and the Bruiser Bros! 


CHMPJONSHIP *n00| 

£*** V 1 Jr* ** 

MINOR CIBC.Ul.T 4 wiag*^ 
r ^JJfljjOR £1RCJ{|J ^4jgjs 

r **W0Jp ^IRCuTt J WiA ijJ 

• SPECIAL cIbCmTt 

ft » Qf\ M C.E -L*© jp 

When you have no losses, tile Special Circuit beck¬ 
ons to you to enter! Only the best boxers will emerge 
from the Special Circuit wrthout serious damage. 


1 
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COUNTRY 


FRANCE 


WEIGHT 


RECORD 


COUNTRY 


CANADA 


WEIGHT 


RECORD 


MINOR CIRCUIT 


nm K M 

i 


NP RECORD 

6.64 seconds 

Nail Cobby Joy with fivo toft jabs and bum 
come back with two right jobs. If oil of too 
punches land, they should bo onouph to 
mox out your Powar Motor. Tog Gabby 
with o Super Upparcut He'll stagger 
around When ho comes back into pasf 
tion, Inmbosto him again with o Super 
Hook, Tto$ combination of punchoa will 
sand Gobby Jay to ton locker room! If you 
are going to go fortho qmetost KO that 
you can gat, fellow tho instructions as wo 
dutail thorn in thosa OUICK KOi segments 
Some of thn boxors make random moves 
so if the bout docsn t go the way you want 
it to, follow thwe stops, chooso to fletiro 
ondtiy it again 


com Hl'Ml 1lf-t 


EXCLUSIVE STRATEGIES! 


VOLUME M 3/ 


Imm dial)ly tup 8 ar Hugatr's glow 
with * jab then duck when na offars up 
hi3 ovarht »d 8 ir Clap. Coma right back 
it him with fiva lift jabs. Rapaat tois pro- 
c iss until you h wa built up to Knockout 
unch Gn him R <pid Supar Upptreuts 
until h t corner t ills him to at^ck. Jock 
his jab, thin couir f with a riejhtjab and 
lot him h avatwo mora Sup >r Upparcuts. 
Ha should b i dizzy now Ashtmovas 
toward you, sm^ck him with yet anothar 
SupirUppircut 


(Nintendo 


17.71 seconds 


This big beast looks much like the 
animals fha f he bea t up routinely 
in the forests of central Canada. 


BEAR CLAP HIT HIS FACE 


Avoid Bear Hugger’s overhead 
Bear Clap by ducking out of the 


Hitting Bear Hugger in the gut does 
no good. It obviously won’t hurt 
him. Concentrate on his hairy face! 


Gabby’s only win came against Glass 
Joe. Remember him? If you have trou¬ 
ble with Gabby, you’re nurfin’. 


GABBY'S JAB 


Gabby Jay tele¬ 
graphs all of his 
punches. In other 
words, you can see 
them coming far 
in advance. That’s 
why he hardly 
ever wins. 


HOP, SKIP & 

When you throw rapid punch¬ 
es, it will frustrate Gabby He’ll 
back up, shout “C’mon, c’mon” 
and charge in at you. Dodge to 
the left to avoid his uppercut 
and then let him have it with all 
you’ve got. It’s the perfect time 
to throw a Knockout Punch 


HOOK 


A, 















































S ULJL JSL Piston Hurricane thinks he’s better 

than he really is, but his face hits 
the canvas with the best ot ‘emi 

FANCY FOOTWORK 


Piston Hurricane «s 
notorious for his 
excellent footwork, 
His lateral moves 
are outstanding. 
Your punch timing 
will be especially 
critical. 


PISTON 


Piston backs off and then moves 
in from your right, He throws a 
barrage of high and low punches 
that you have to block. When he 
pauses, move out of the way 
because he’ll throw a huge upper¬ 
cut. By this time, he’ll be tired, so 
lay into him with all you've got! 


Bald Bull’s infamous Bull Charge is 
by far his best move. And, ironical¬ 
ly, it can also be his downfall. 


UPPERCUT 


CHARGE! 


Bald Bull squats down before he dirows 
his uppercut. Move out of the way! 


1 f Bald Bull manages to land the punch that finishes up his Bull Charge, 
you’ll be smooching til, canvas What you need to do to counter this move 


EXCLUSIVE STRATEGIES! 


MINOR CIRCUIT 


3hoi Mb C 

your nflcy ; 

TiRijwrtrf 


NP RECORD: 

6.13 seconds 

Putting Piston Hurric me on th* canvas is 
'Ctueliy as arth n you may think. 
However, yourtming must ba datd-on If 
you w wt to scoi Quick KO B >gin by 
hitting Piston with light I M jibs Ha'll go 
into his "bob andw ave* routm* Hit him 
with SupirHook iu « ht comes out 

Of this evasive 

-- - j -- . manauvur. It m jy 

. " jfe- ■■ - T taka soma prac- 

tic tog,tth« 
timing just right 


MINOR CIRCUIT 


NP RECORD: 

9.45 seconds 

Super Hook A Super Uppercut should come 
next taking the wind out of him and making 
him dizzy. He'll do a dizzy spin eround the ring. 
Use another Supor Uppercut (timing is critical 
here) as he comes around to knock him 
down. When he gets up, he'll give you a Bull 
Ghorgc You know whet to do from here! 


Null Bald Bull with two left jobs, then hit him with 
a right body blow to counter his punch Come 
back with two right body blows, pause momen¬ 
tarily, then land another left job to counter Land 
yet another right body blow and follow it with a 
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COUNTRY 

CUBA 

AGE 

25 

WEIGHT 

175 lbs 

RECORD 

21-0 


COUNTRY 

TURKEY 

AGE 

36 

WEIGHT 

240 lbs 

RECORD 

34-19 
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KID DE^flDIV Bob's pretty easy to KOI 

INr KCvvKL/. Start off with seven left 

6.35 seconds jabs. Ha’ll stagger back 

and lose his balance If 

S ou hit him with n Super Upparcut just us he comas back toward you, 
e'll hit tha mat When hn comes back for more, throw two big Supar 
Hooks. Ughts out Bob Charliol Good night ... 


VOLUME 


Bob’s flamboyant style has gotten 
him far in the world of boxing. Not 
far enough, though. 

BASIC BOXING WITH BOB 


JIVE SOME MORE 

When Bob moves to the back of the ring and crouches 
down, you can bet that he’s going to come at you with 
one of his best moves: a spinning roundhouse upper- 
cut, just as Bob’s timing has to be right on for him to 
land it, your timing must be exact to counter it. Dodge 
to the side when he swings around for the final time 


SHUCK N' JIVE 


When Bobs coi ner tells him to shiick ‘n’ 
jive, Bob turns up the heat. He throws a 
few different punches. You have to be 
quick with your blocks and dodges. 


Like Piston Hurricane, Bob 
Charlie likes to use fancy 
footwork He bobs right, sets 
up, then throws left and 
right punches as well as a big 
uppercut. Youi best moves 
to counter are to dodge left 
or right and punch back. 


COUNTRY 

JAMAICA 

AGE 

26 

WEIGHT 

140 lbs 

RECORD 

23-13 


UPPERCUT OPENINGS 

Check the position of Bob’sjaw as he tlirows one of his 
uppercut punches. It looks like a prime place for you to 
apply powerful punches! Counter punches play an 
extremely important role from here on out 












































































MAJOR CIRCUIT 


NP RECORD: 
10.47 seconds 


Next comes e left body blow to counter his 
punch, then e right booy blow followed by c 
Super Hook. When ho gets up, he will uither 
begin a ssnes of klcksor try to heel himself. 
Deliver e Super Uppercut before ho has a 
chance to heel Excellent timing wish this last 
punch is crucial! 


Open with e left jab jnd then deliver a right jab to 
counter Chen's punch Follow this combo with 
two right body blows Offer up another right job to 
counter, then apply two right body blows ogem. 
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EXCLUSIVE STRATEGIES! 


Dragon Chan dishes out some wild 
a ttacks, but once you figure him out, 
he isn’t much of a defensive wizard. 


COUNTRY 

HONG KONG 

AGE 

22 

WEIGHT 

130 lbs 

RECORD 

15-7 


HE'S ALL OFFENSE 

As a general rule, counter punching against Dragon 
Chan works wonders. If you can hit him at the right 
time, he won’t be able to block your punching raids. 


HEAL STOPPER 


Froin Chan’s corner comes a mes¬ 
sage telling him to heal himself. 
Reacting to it, Chan takes a short 
break to “recharge” his energy 
level. You can put a stop to it with 
a well-placed blow to his chin 


TRIPLE KICK 


One of Chan’s most potent attacks is a triple kick. What 
you need to do to counter this move is to dodge left or 
right and then paste him with a body blow after he 
misses with the third kick. 


DRAGON FLY KICK 

Clian can hop on top of the ropes and fly across the nng 
He’s agile! As he approaches you, he may deliver a high- 
impact kick to your face. Duck to avoid being kicked, 
then deliver a body blow when he stops 
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Ch*!HjL 

(Nintendo) 




advises him to spit in 
your eyes, which partial¬ 
ly blinds you for a while. 
Duck to avoid it and 
then unload on him 
with a body blow. 

MUSCLER 


KING COBRA 


The best thing to do to stop an onslaught of Muscle’s 
punches is to counter with a punch or punches that 

take your opponent out of 
his pattern. If you don’t feel 
very threatened by the 
power of a certain punch, 
you can just block it, 
depending on where it’s 
thrown. Block high and low 
against Masked Muscle’s 
combo. 


Open with four toft pads, then apply d oglu body 
b'ow to counter Masked Muscle's left hook. 
Next throw two loft jabs, than .Super Hook. 
Ha fettsand quickly nrtams 10 his feet As he is 


NP RECORD: 
7.82 seconds 


fatting, you should fee throwing another 
Super Hook. Thus wffl knock fern to the 
canvas. When he gets up aqoet throw a 
Super Uppercut and KCmr it im’miufely 
wit*' a Super Hook 


Left/right combos are a Masked 
Muscle specialty. Hes got good upper¬ 
cut moves, too. Remember to dodge 
and counter while fighting him. 


VENOM SPRAY 

Masked Muscle’s corner 


After Muscle crouches deeply, he 
will throw a huge uppercut Dodge 
to the side when he crouches. 


When you see Masked 
Muscle rear back, he’s 
bound to launch at you with 
a cheap shot head butt It’s a 
bit difficult to time your 
dodge move correctly, but if 
he misses with the head butt, 
you can land a body blow. 






COUNTRY 

MEXICO 

AGE 

29 

WEIGHT 

240 lbs 

RECORD 

19-5 


Masked Muscle’s boxing style is 
basic, bathe’s got some moves that - 
can only be seen as “cheap shots. ” 


BEHIND THE MASK 


UPPERCUTS 




M'Mff ft 
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Determined to stay even-tempered, 
Mr. Sandman can’t help but be 
upset when you try to claim his belt. 

SANDMAN SHUFFLE MONS1 

Mr Sandman has a “classic" boxing style. He doesn’t l~ 1'iflfcMII f l' lift 
really throw any “sucker” punches, but he will try to 

1 '" ^ v "t> by < hanging his tim- 

mg. Oru of hi* t.\\*um ihing-. m>wi JWMU. 

10 do mill hi* bodv and 
pause briefly lit fort throwing 


UPPERCUT 


Mr. Sandman's uppercut 
move is huge! It’s pretty 
fast, but he does pause a bit 
when he crouches. If you 
dodge and make him miss, 
you'll see his big chin just 
hanging out there, waidng 
for you to blast it with ajab. 


SLEEPER 


If you find yourself gaining 
the upper hand (or glove) in a 
match with Mr. Sandman, 
you'll see that his corner man is 
telling him to get with the pro¬ 
gram. One of his best moves at 
this point is to throw a triple 
uppercut combination. He 
unloads with a left, right, left 
combination of jaw-busting 
punches. Dodge appropriately 
to the right, left and right to 
make him miss with all three. 


STRONG 


Strong Arm move is fast and devas¬ 
tating. Mr. Sandman has put many 
unsuspecting challengers down 
with this move. He throws two 
"light” left jabs and follows with a 
monster right jab. You can 
block the 
fir si two 

beholding BWBWmjWB 

your gloves 

tip, but you mESSS S&iler ^ 

have to 

duck out of ' 

the way of . ^ /r-g 

the third. 


i MAJOR CIRCUIT 


NP RECORD: 
19.50 seconds 


B mntf bout with two teftjiba.thtnfol 
low with a mhtjeib N txt hndtwo more 
lift j bs. Count ^ wi*h tight jib, on loft 
j*b, thin i Sup if Hook D ihvtr a Sup jr 
Uppjrcut s ht comts tow irdyou to put 
him down WMnh g«ts up, apply two 
lift ibs,th*non*rrihtpbt(iCQuntif* 
thin '.noth trSupir Hook to knock him 
down «awn "Giv *tmftillpowir, 
Champ, will com from hi-corr r. 
Qauntirbis punch with lift jib, thin 
gw him • right body blow followtd by e 
SupsrHook Dodg his Midnight SI jpor 
move md then nuii him with two right 
body blows and a Supor Hack to finish 


COUNTRY 

U.S.A. 

AGE 

20 

WEIGHT 

270 lbs 

RECORD 

28-4 













































uppercut 


NP RECORD: 

11.15 seconds 

to the left Quickly apply four left jabs to dizzy him. 
Give him e Super Hook as he comes around and 
clutches his gut He should fall Whan ha gets up. 
counter with o right jab then a Supar Hook When 
he inmates tho battto again, ha II momentarily put 
up his gloves Just as he does this, deliver anoth¬ 
er Super Hook to put him backdown When he 
gats up, a Super Uppercut should do him in. 


You'll nued precise timing and practice to 
deliver 0 Quick KO to Aran Ryan. Begin with 
two laft jobs, hasrtate (aver-so-slightly) and 
deliver two more left jabs. Ryan will sidestep 


EXCLUSIVE STRATEGIES! 


mi r van 

A boxer who relies on finesse, Aran 
Ryan is dealing with his aggressions 
the only way he knows how. 


COUNTRY 

IRELAND 

AGE 

23 

WEIGHT 

160 lbs 

RECORD 

18-10 


ARAN S JAB 

You can dodge Ryan’s jab, but to 
get the best of him, try to counter 
it with ajab of your own before he 
has a chance to throw it. He moves 
his gloves in a specific pattern 
before he throws a jab. 

ST. PAT'S JIG 

This move can throw your timing off. Ryan moves left 
and hops back to his right He then throws a hook. Just 
dodge hi shook and thencome right back with ajab. 


CLINCHER 


After you’ve been going at it with Ryan for a while, his 
corner yells at him to grab you When this happens, 
Ryan gives a little head fake, then he comes straight for 

you and grabs your head. 
He’ll shake you around a 
bit and throw you to the 
left You can shake out of 
his grasp, but better advice 
is to dodge it altogether! If 
you can throw a Super 
punch, do so to back him 
off bef ore he grabs you. 


IRISH CREAM 

Ryan’s Irish Cream attack is reminis- 
ccnt of Piston Hurricane’s Piston 
Punch, except it’s much more 
intense 1 He’ll come at you and throw 
high/low, left/right jabs and then 
follow them with a big left uppercut 
Block the jabs and sidestep the 
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NP RECORD: 

13.60 seconds 

position Tins knocks him into the back turnbucfde end 
down totha floor Whnn ho gets up, ho will start to throw 
an uppurcut Counter it with a laft body blow At this 
point, ho'll bo stunned .Throw n Supar Hook, then wait 
for his right hook end counter it with a left body blow 
While he's stunned ogaln, throw a nqht body blow end 
than e Super Hook to knock him down When he gets up, 
throw «left body blow and a Supor Hook to finish him off. 


Opan with six tott tabs ,ind then a right |ub to 
countar Your Power Motor should be full at 
this time. Dclivjor n Super Hook and follow it 
with another Super Hook when he comes into 


EXCLUSIVE STRATEGIES! 


WORLD CIRCUIT 


The slender man from Japan with the 
Iona, dangerous tresses has plenty 
of sly moves to throw your way. 


your way. 

KAGERO CROSS 

You may think that Kagcro is going to throw a single jab, but no. He can 
throw several. Another move he likes is to throw a left jab and follow it with 
a right hook. Try to get ajab in between his punches. 


COUNTRY 

JAPAN 

AGE 

19 

WEIGHT 

120 lbs 

RECORD 

14-8 


HAIR WHIP 


Kagcro gives a clue when he’s going to do the Hair 
Whip. He holds his gloves a certain way. I hs hair whips 
around twice. Dodge left on first whip, then duck on 
second. Deliver ajab or Super Uppercut at this point. 


MIRAGE DANCE 

Kagcro flashes and moves left and right ultra-f;ast. When 
he stops, deliver a body blow bef ore he can punch you. 


CROSS UPPERCUT 

Immediately after Kagero gets up off the canvas, he’ll 
throw a right hook Look for it, dodge to the left, then 
come back with a left jab to his face. 


AFTER THE DANCE 

After the Mirage Dance, Kagero hops left, right, delivers 
a 3-jab combo, then comes in with a right hook. 
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LflL ‘M XJ Mad Clown is seriously underra ted! 

He’s one of the most difficult box- 
ers to defeat in the whole game. 

NO BODY BLOWS BIG TC 

Don’t waste your time trying to hurt Mad Clown with FpBB—MR 
body blows. He s too fat! The t act that he is af t ectedonlv 
bv blc>w$ to tht tace make s the battle more difficult 


Mad Clown moves his head 
from side to side before he 
does the Big Topper. He’ll 
try to grab your head with 
both gloves and put the hurt 
on you that way. If he does 
grab you, shake out of it and 
avoid his uppercut 


BACKHAND 


You may think it s an uppercut 
that missed, but Mad Clown 
comes right back with a quick, 
sweeping backhand punch. 
Duck' You don’t want to be on 
die receiving end of this one! 


JUGGLING 


When Mad Clown does back flips, 
he’ll break out the juggling balls 
and then toss them at you. Dodge 
the balls and duck the Big Topper 
move that he tries to follow up 
with. Retaliate with ajab. 


SHOW TIME! 


After you’ve knocked him down twice, Mad < Jown goes 
nuts! His Show Time move involves throwing three left 

jabs followed by a right hook 
After that, he pulls out every- 

jjj dung m the book' l o .stop tht 

Show 1 line riot act, dcliu i a left 
SHSSwflBjSSSH jab to his chin just as he is getting 
[ 1 up from the second knockdown. 

Follow it with a Super Uppercut. 


WORLD CIRCUIT 


SCUKE 


□ tlf-HJ 


NP RECORD; W «| 

9.84 seconds r/sai**L 

Throw nrta left jtte and th >n a right fto to cotmtar, Follow that with 
two loft |ibs 4ind a Sup ir Upparcut to knock him down Whan ha gats 
up, throw right jib to countar, a lift i«b and than nothar Suptr 
Upparcut for th stcond knockdown H a'll go into his Show Tima act at 
this point To ihort circuit this movt, Immidiataly dalivtr a right fab. 
This should stun him. Follow it and and with t Supar Upparcut. Mad 
Clown ha* nun> moves, so a th* oout ooosnT «$ planned, dnwiu 
to Rotim and try it ngnin. 


scon* tU 


COUNTRY 

ITALY 

AGE 

27 

WEIGHT 

370 lbs 

RECORD 

17-9 


H'.M'KS 

$ <uA£ 

Siw 1 ■ J8 02 

■z 

—> — 


EXCLUSIVE STRATEGIES! 



L. (Nintendo 



VOLUME 69 45 













































Moderation not being his strong suit, 
Super Machoman strives to get a 
total workout...even while he’s boxing / 


MACHO UPPERCUT 


Machoman incorporates deep 
knee bends into his uppercut 
move. He pauses slightly as he 
crouches. At this point, you can 
deliver a left body blow to mess up 
his routine 


Machoman’s Exercise Program C 
involves three successive uppercuts. 
He rips them off quickly, but you can 
dodge cachone by moving to the left. 
Af ter hc finishes, land a left jab! 


UPPERCUT 


Some of Supei Machoman’s moves 
appear to have no meaning or use. 
That’s not the case with this combo. 
Block his low punch, block his high 
fab, then dodge his left uppei cut 


SUPER 


This is Machoman’s most famous 
move! He can spin around many 
times in a row. You just have to duck. 
He'll be more vulnerable when he 
stops. 


EXCLUSIVE STRATEGIES! 


WORLD CIRCUIT 


P#Wo 15*9. 


K11MU 




sc*w Tfese Twit! 31 H2 


^ NP RECORD: 

17.03 seconds 

•ndthtntwo Super Uppercuts When h* gets up, 
throw a1 aft body blowto counter his right hook, 
thtn dish out two more n^ht body blows white he is 
stunntd To knock him down j second bm j, counter 
his Isft hook with i right body blow and thtn strvt 
•V o Super Upp«f cut When he gets up this time, he 
goesmto o spin-punch move Duck to avoid thu 
spins, then counter with a jeb and a Super Uppurcut 
to taka him out 


Diliver a lifti ib to op mlh# fight and follow it 
with . right ab to counter his left Tn out him 
down for tbs first rums, score two left jobs, 
ona right jab, two left jabs, a teftbody blow 


COUNTRY 

U.S.A. 

AGE 

28 

WEIGHT 

230 lbs 

RECORD 

29-3 
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. NP RECORD: 

14.98 seconds 

4ilivtr 3 lift jib to mtk him mid Wf in h itt ioks, 
throw a right |ib to count if his Juft jab, than throw 
two mon !oft|ibs Ntxt, throw right j«b to counttr 
his lift jab plus on# man I aft jab and < Sup jr 
(Jppircut Follow with a right body blow to count ir 
his l«ft hook This should stun him T*gN irciswith " 
Super Uppercut fci ,1 knucKdown. When ho rises, 
throw another Super Uppercut to knock him down 
for the count 


mpptars that soma of fr ;piti -rris thnt 
Narcis Pnnct uses ir^ r inborn, so this is just 
one possible way to defeat him Upon with a 
left body blow to counter his right hook, then 


EXCLUSIVE STRATEGIES! 


OhfiffUh 


B» [ (Nintendo 


iSM mm 


Some may assume the V on the 
Prince’s sweater stands for “Victory.” 
“Vanity” is more fitting, though. 


COUNTRY 

ENGLAND 

AGE 

20 

WEIGHT 

150 lbs 

RECORD 

12-3 


EAR TO JAB 


ROYAL UPPERCUT 


Narcis has a very fast jab move. He 
raises his glove for an instant and 
then extends it toward your face! 
Dodge it and then come back at him 
with a damaging right tody blow. 


It may not be obvious to you, but yon 
can take Narcis out of his uppercut 
move if you deliver a body blow as he 
is in the crouching position. Again, 
it's a precise timing thing. 


BRITISH BLASTER 


PEEVED PRINCE 


This combo is fast, but you can block 
it and have no problems. Put up 
your dukes and keep them up until 
he has thrown histhirdjab. Retaliate 
with a right tody blow. 


One of the best things you can do during your battle with 
Narcis Prince is to make him mad To do this, you have to 
hit hnn in the face...rcally hard! He’s a pretty boy and 
hasn’t been tagged in the face very many times, so it real* 
ly stuns him when you blast his fair mug. 
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EXCLUSIVE STRATEGIES! 



Because his “boxing" style is so dif- WF ir 
ferent from the others, Hoy may be - — 
the most difficult boxer you’ll face. IRECC 

STICK BACKSPIN 

W hen Hoy lit ts his stick up to his You have to duck to avoid 
right, prepare to block. You can backhand punch. You shoe 
fend off three quick, right-stick face whil 

slaps.Give him an uppercut before It's a qui 

he comes back at you from the left —react fast 


ANCIENT ATTACK 


Hoy Quarlow's forefathers passed this tricky attack 
move down to him. When he drops down from tire top 
of the screen, he'll swing his stick at you much like a 
_________ golfer would swing his club. The 

easiest defense for you is to dodge 
' rrMfe 1 the stick, but you can get in t jab to 
SSev^K counter his move when he has his 
I stic * c extended. Hoy can repeat this 

L (Pr move several times. 


STICK ATTACK 


Once again, Hoy uses his stick to try 
to put the hurt on you. I le’ll raise it 
and try to hit you high twice and 
low twice. Block them all and then 
come back at him with a right jab. 


WHEEL 


One of the few boxers who'll 
try to hurt you with a kick. Hoy 
crouches and delivers a high 
kick. Dodge it and follow it 
immediately with ajab, plus 
whatever else you can throw in. 


SPECIAL CinCU T 




HME 


SC*Af. o 


IfetfO Titttl 35 31 


ntito’ 41 




th n couni ir his Whael Kick 
with a right body blow to stun 
him again Now you can m ck 
him with SuparHook-Ha 
should t dizzy at this point His 
dizzy spin is similar to Bald 
Bull 53pm SuptrUpp ireuthim 
wh m h comas around for a 
knockdown. Whsn ha r rts up r 
h) pausss tnd th in throws a 
low right stick Throw °»I jft jab 
to count ?r th j stick ind fallow it 
with Suptr Hook to knock him 
again Ai tins point ho 
usually gqos into his Ancient 
Attack Throw a left job to 
counter just cs the stick 
opproachns your head Ifs 
extromofy difficult to beat hlmt 


NP RECORD: 
15.96 seconds 


Only th t first knockdown on Hoy is qu ran 
tead with this mathod You just n id to b 
ibl\ to rimetto hie ^rh»r m-ws I*'* nut easy 1 
Open with iwu loft jabs, hcsitotu, than dolivar 
another left jab to counter hisTripIo Stick 
attack Nt-xt, apply a nqht body blow to 
counter n loft stick This should stun him. Givo 
him a left jab, hasitnto, lurid another loft job, 


COUNTRY 

CHINA 

AGE 

78 

WEIGHT 

100 lbs 

RECORD 

62-13 
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EXCLUSIVE STRATEGIES! 


NP RECORD: 

13.28 seconds 

Throw Itftj ib to op.n ndcoun; »r his J'lftjib with «nghtDodgo the 
next punch lndthrowtwoliftjibs.I it him n vtcnght jab to counter his 
loft j ib and th -*n two /ft jabs while ht's stunned. Follow with 'oft body 
blow to counter his right hook md then git > him a Sup r Hook whi he's 
stunn id. K should b dizzy, jo let him hat Sup Hook for a knock¬ 

down. Next, throw an openin'? left fab, dodge his punch md than b! .it him 
Witt i a light body blow arid a Supur Uppercut tor the second knockdown 
Finally, slap him with a left jab, a right body blow and a Super Hook. 


VOLUME 


It’s best to be offensive with 
and Nick. You can’t counter punch 
too much. Their stamina is too high. 


TRICK JAB 


BONE CRUSHER 


Onbff^ 

•, (Nintendo] 


Boxing brutes, the Brothers Bruiser don’t play by the 
rules. After you hit Rick in the face, he can come back 
at you with a very strongjab He doesn't even take time 
to set it up. It’s just 'right back at you!'’ 


If you find that your glove has turned red, your arm has 
been disabled by a strong Bruiser Brother attack. You 
won’t Lx able to punch with it for about ten seconds. 


W ith a little head bob, Rick throws a left cross, a right jab 
and then a lef t uppercut It all happens so fast! 


RICK S RUSH 


EARTHQUAKER 


If you get nailed by this 
move, no matter how much 
energy you have, you will 
hit the canvas. Guaranteed. 
When Rick lands, the ring 
will shake Dodge to the left 
to avoid getting lambasted 
by an uppercut 


COUNTRY 

UNKNOWN 

AGE 

UNKNOWN 

WEIGHT 

210 lbs 

RECORD 

41-1 


































































HSiO /VJ Will you be the boxer who has 

lW enough skill and talent to be able to 
■— hand Nick Bruiser his first loss ever? 

ARM BREAKER 

Early on in tin, fight, Nick can come- down hard on 
your ami and put it out of commission. Dodge or pay. 


Nick dashes in and offers you an elbow crunch. Dodge it 
and then duck because he will f ollow it with a right hook. 
After his hook, you can counter with scveial punches. 
Remember that it's best to stay on the of f ensive. 


QUICK UPPERCUTS 


Nick gives you a warning before he throws two quick 
uppercuts—he shuffles his feet quickly. It's not much 
warning, but it should be enough to allow von to react 


It's a similar to Rick's Rush, 
but Nick’s combo involves 
a right jab, a quick left 
hook and an even quicker 
left uppercut. Dodging 
three times to your left 
while the punches fly 
seems to be the best eva¬ 
sive maneuver 


aliliiil'lDli Lliflil 1 il'lf Mil liIT 1' liT'l 1 ; CT1 


EXCLUSIVE STRATEGIES! 


tiheO (4 


V<W< 


scour 




KlIlHI 1 * 

SCOAf 


NP RECORD: Mb 

16.67 seconds 

Open with two toft jibs, hasftati, thin count »r his toft jab with a right 
i b Ntxt toft j ib, right jab, toft jnb, nght ;ib, loft jab Apply anofhor 
I :ft jab to ftuka him dizzy and a Suptr Hook for i knockdown Whan 


ho C">ts up, throw a toft jab to counter his right jab nd land a right 
body blow wftito ha’s stunn jd Immediat ily follow with Super "Hook 
forth s s icond knockdown. Upon his ratum, throw* right] lb to 
ccam r his foftub.H , should b dizzy again Bfcst a right body Wow 
follow d by a Suptr Hook to tike his belt and all tho glory! 


COUNTRY 

UNKNOWN 

AGE 

UNKNOWN 

WEIGHT 

210 lbs 

RECORD 

42-0 



R m i . . 

M 4UU 

■ V 4 

ftniO 
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A SPORTS 
FEAST 

The variety of 
Super NES 
sports games 
continues to 
grow with this 
month’s batch of 
games. Even the 
most recognized 
sports, like foot¬ 
ball in NFL 

Quarterback Chib, get a variety of 
new options. For spoils fans who like 
to play further afield, we head to the 
back woods to look at Rally, and we 
stay off of the beaten track with jet 
ski racing in Full Throttle Racing. A 
lot of video game players might 
think that fishing just isn’t exciting 
enough, but they may change their 
minds after our tnple-review of this 
year’s catch of bass games. If variety 
is the spice of life, then this month is 
a feast for Super NES sports gamers. 



HIGH OCTANE Page 55 



Experience tlie rush of 
high speed racing with 
Acclaim's Newman Haas 
Indy Car Racing With Nigel 
Mansell This is one of the 
smoothest racers found 
anywhere 


OFF THE SCALES Page 58 

Grab your spinners 
and plugs and head 
out to Lake SNES for 
some first-rate bass 
fishing How do the 
three bass titles 
weigh-in? 



DOWN AND OUT Page 59 

Professional wrestling games may not be 
anything new, but these two Paks pack in the 
digitized images and sounds of America’s 
favorite brawlers 




By Sports Accolade 

San Jose, CA—Sports Accolade and 
the development team at Radical 
Entertainment have gone the extra 
mile to make improvements all 
around m this year’s edition of 
Brett Hull Hockey ‘95. It now stands 
head-to-head 
with EA’s NHL 
‘95 as one of the 
best bets for 
hockey. This two- 
player game features smooth ani¬ 
mation in a vertical 3-D scrolling 
view. Although the basic angle is 
similar to last year’s Brett Hull 
Hockey, this time out the perspec¬ 
tive is a bit higher, giving players a 
better view. The Mode 7 effect of 
scrolling down the ice is excellent. 
When you compare the smooth¬ 
ness of the scaling m Brett Hull ‘95 
to ESPN Hockey Night, also cov¬ 
ered in this issue, you’ll notice that 
in the latter, the character sprites 
inexplicably change size at the dis¬ 
tant end of the ice. Also impressive 
m the Accolade game is the AI that 


controls your icammat.es. The 
momentum factor of players on 
the ice further adds to the reality. 
Play control and movement feels 
solid and realistic. Control func¬ 
tions are easy and intuitive and die 
sound is great! Once again, Al 
Michaels docs the voice over, but he 

calls out more 
NHLPA names 
than he did last 
year (last year he 
only identified 
Brett Hull) and the play-by-play has 
a great deal more variety. Al truly 
seems to be calling the action, and 
that adds even more to die sense of 



“The Mode 7 effect 
is excellent.** 
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San Jose, CA—Within minutes of 
plugging in Brett Hull Hockey "95, we 
saw a vast difference between this 
product and last year’s title. Clearly, 
Accolade wanted to give players a 
realistic sense of playing hockey. 
The graphics, sound, animation, 
artificial intelligence and play con¬ 
trol all enhance the sense of being 
on the ice. But there’s more to this 
game than meets the eyes and ears. 

Options include playoffs, full 



seasons or two-player regular 
games, 5,10, or 20 minute periods, 
instant replay, fouls on or off, edit 
lines, player stats, 
sound and 
announcer con¬ 
trols, goalie in or 
out, and automat¬ 
ic goal keeping. In 
short, Brett Hull 
‘95 has everything you need to play 
the game for fun or for serious com¬ 
petition. The one important missing 


f cature is a multi-player option for 
more than two-players.This is fast 
becoming a standard for sports 
games, and it’s too bad that a game as 
good as this doesn’t have the addi¬ 
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tional support. 

The AI works two ways: helping 
you out with teammates and attack¬ 
ing you with opponents. On the 
helping side, it seems that there is 
almost always someone you can pass 
to. In most hockey games, the 
biggest limitation is not being able 
to see the player you’re passing to. 
Since the field of vision in Brett Hull 

‘95 includes 
good lateral and 
forward views 
and some sight 
of the ice at your 
back, that limita¬ 
tion is reduced. 
Of course, you’ll have to watch out 
for opponents who are trying to 
intercept that pass. The computer 

opponents are 
tough, but they 
aren’t infallible. 
In too many 
sports games the 
computer oppo¬ 
nent seems inliu- 
man or super 
human. Not so 
here You have a 
chance, and your 
chance is also 
enhanced if you 
arc playing with 
a good team and 
a good line. 

The only 
major game play 


problem is trying to see the puck as it 
gets slapped around the ice. This is a 
pretty serious consideration for a 
hockey game, but with experience 
and concentration you can get over 
this hump. The puck, after all, is a 
pretty small thing. It’s just realistic. 



One of the best features of Brett 
Hull ‘95 is the variety of shots. The 
slap shot with the Y Button allows 
you to power up by waiting, while 
the straight shot with die X Button 
fires the puck just as quickly as your 
player can swing his stick. Use the 
first shot when you have the puck at 
a distance and there’s activity closer 
to the goal. The second shot is per¬ 
fect in close. Passing and shooting 
combinations work the best, but you 
can also practice your one-on-one 
attack m the Shootout mode. We 
found that shifdng from left-hand 
to right-hand side shots could throw 
off goalies. 




“Brett Hull *95 
has everything 
you need” 
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SPORTS SECTION 


THE QB CLUB HAS ARRIVED 


By Acclaim 


Oyster Bay, NY—At last it’s here, and 
it was worth the wait Acclaim’s NFL 
Quarterback Club has it all—all the 
complexities of the Madden series 
and all the ease of play of the Teemo 
Super Bowls, in addition to all that, 
you also play the multi-player QB 
Challenge, testing your basic skills 
using any of the first-string QBs m 
the league. Well, almost Montana is 
missing. You can even create a cus¬ 
tom QB. The control sequences in 
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the Challenge may not be clear at 
first, and the rules of the Challenge 
should also be 
reviewed before 
you hit the field 
The Challenge 
is a fun diversion, 
but where this 
game truly shines 
is on the gridiron. Using a Madden- 
style interface and a similar passing 
scheme, QB Club features excellent 
graphics and all the options you 
might want One special feature is 
the ability to put any QB on any 
team So you think having Aikman 
on the Oilers might have helped? 



“...a Madden-style 
interface and a similar 
passing scheme...” 



Give it a shot The Simulation Mode 
allows you to try to overcome obsta¬ 
cles in historic situations from past 
NFL seasons. On the field, the action 
takes place vertically, with receivers 
identified by their button letters. 

' Play selection 
is similar to 
Madden ’95. 
Complete stats 
are kept and an 
instant replay 
camera can be 
set on any section of the field, even 
away from the play. As in most video 
football games, running can be bru¬ 
tal if you don’t pay attention to 
blocking schemes. Passing is easy. 
You can call audibles both on 
offense and defense. You also have 
full control of defensive players, 

including the ability 
to switch to the ball 
during passing plays. 
Even the Madden- 
style of play-screen 
selection was used. 
Imitation may be the 
sincerest form of 
flattery, but QB Club 
also adds its own 
dimensions with 
the Challenge and 
Simulation modes. 
QBClub is a winner in 
its own right. 


WHAT IF...? 

What would have happened if 
the coach had called a different 
play or the receiver hadn’t stum¬ 
bled? That’s what die Simulation 
mode in QB Club is all about. 
Most of the situations are close 
contests that have come down to 
the wire. Can you rewrite history? 
We sure had fun trying. 


i nw oroncoj* u* 
Joidtfj, Dtnuar i«4 sh- fi at 

w chin a. w*tfi 19“! con uou 

l-I r?8fi 



Choose yourtavonte QB and put him m the 
toughest situation you can think of 
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NHL ‘95 

_By EA Sports_ 

San Mateo, CA—It’s a new year, and 
that means that EA Sports is sure to 
have updated versions of its award¬ 
winning sports games Actually, 
NHL ‘95 came out at the end of 
1994, and therein lies its only prob¬ 
lem. The five-player option origi¬ 
nally included in the game was 


Season Team Stats 


WfNS-L OSSES-T/ES 23-21-0 

Goals Scored Avg 36.71 

Goals allowed avg 18.35 

save Pct 93 

Snoot/no Pct 1606 

Shots per Game 2.28 

Shots allowed 93.71 


PADt SWITCH TEAMS 


scrapped at the final moment to 
make the holiday window. Too bad. 
That one option set the game in a 
league of its own. As a two-player 
Pak, NHL ‘95 has most of the fea¬ 
tures of earlier versions plus a 


Trade feature that lets you cus¬ 
tomize your team during the sea¬ 
son. You can also create custom 
players from scratch. On the ice, 
the hard hitting action takes place 
from above the rink. This view¬ 
point isn’t as realistic as Brett Hull 
‘95, but it has the added advantage 
of clearly showing the puck. Play 
control is simple and intuitive. The 
movement on the ice feels realistic 
and the puck even takes to the air 
on some shots. The NHL might like 
to downplay the con tart element of 
the sport, but NHL ‘95 is true to the 
reality with plenty of body check¬ 
ing. The bottom line is that this is a 
good game, but not all that differ¬ 
ent from previous versions. 



SUPER TECMO 
BOWL SPECIAL 

_ By Tecmo _ 

Torrance, CA—Update. 
Tecmo has created an instant 
collector’s item by restricting 
the number of Super Tecmo 
Bowl Special Edition copies to 
a mere 15,000. It may have 
sold out by now. If not, and if 
you’re a Teemo fan, look for 
it. The game has improve¬ 
ments in almost every area 
over the original Super NES 
Super T eemo Bowl. 



A rare scene—not because of the action, 
but because there so few copies of this 
garne pak 


ESPN NATIONAL HOCKEY NIGHT 


By Sony Ima gesoft 

Santa Monica, CA—Sony’s ESPN 
National Hockty Night contains 
some unique features, like a 
choice between a side-scrolling 
vie wand a more traditional verti¬ 
cal view. Surprisingly, the side- 
view turns out to be best because 
it doesn’t have the characte r scal¬ 
ing problems that are found in 


« 


.the side view turns 
out to be best., 


99 


the vertical view. This game- 
makes better use of the NHL 
license and its logos than NHL 
‘95. It also features the realistic 
organ music that you find in 
many arenas. Play control is a bit 
more awkward than it is in Brett 
Hull ‘95, mainly because of the 
choice of buttons and functions 
and the fart that selected players 
are shown by arrows, while the 





EMRLTY 



it A /, fv 
^ mm m 


r»i NATIONAL HOCKEY NICE 


action f ollows the puck, it may take a 
few minutes to get used to the 
controls, but there are payoffs. The 
biggest payoff is the multi-player 
feature. The biggest problem is the 
horrible vertical view. Why Sony 
Imagesoft left it in is a mystery 




LOS ANGELES 


ANAHEIM 

rrman -t mrt 
t cantlnut 


on ice. 
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NIGEL MANSELL RETURNS 






_By Acclaim_ 

Oyster Bay, NY —Newman Haas Indy 
Car Racing from Acclaim puts you 
behind some of the hottest wheels 
the world has ever known. Nigel 
Mansell endorses this product but 
doesn’t dispense any advice, as he 
does in last year’s GameTek title. 
Where this year’s Pak scores over the 
previous game is in the two-player 
split screen option, which was miss¬ 
ing from GameTek’s ManselL It also 
measures u p in the play control cate¬ 
gory with exceptionally accurate 
steering and a true sense of speed 


Colomb an espresso 
blend is on tap at yr.*ur 
local race crack. 


your car would end up as toast. As 
for the A1 of the other drivers in 
Newman Haas, they tend to drive 
without mistakes, so playing catch¬ 
up can be difficult. Narrow road¬ 
ways further increase the difficulty 
of taking the lead. When it comes to 
the checkered flag, Newman Haas 
does some things very well, but it 
falls short in several other cate¬ 
gories. Even so, it’s de f irately worth a 
test drive. 


As in most racers, you can choose 
the manual transmission option for 
realism or the auto option for a 
quick and easy 
driving session. 

In the Summation 
mode, you also 
get to set up your 
car for the given 
track, and true 

racing rules apply.The Arcade 
mode lets you plant your foot on the 
pedal and blow. 1 n addition to the 
two-player option, you can also race 


directly against Mario Andretti as a 
computer opponent. All of these 
options, and the smooth play con¬ 
trol, put Newman Haas in the race, 
but that’s not the whole story. 

The first Nigel Mansell game 
made its mark with great looking 
graphics that included interesting 

settings and back- 
grounds. This 
time out, the driv¬ 
er would be hard- 
pressed to notice 
anything about 
the bland back¬ 
grounds on the 15 tracks.'The first 
game (admittedly not an Indy car 
game) also had 3-D terrain that felt 
real Not so here. Any realistic racing 

experience must 
include the aspect of 
strategy—maneuvering 
through turns and out¬ 
smarting opponents. 
Part of that strategy has 
to take into account cau¬ 
tion, but in Newman 
Haas, you can bash your 
car to a pulp without any 
effect except lost speed 
In Michael Andretti’s 
Indy Car Challenge, if 
you tried to Rambo 
through everything, 


Oral Octane Overload! 


Colombian Octane Blend turns 
even the most under-powered 
drivers into highly charged rac- 


“...exceptionally accu¬ 
rate steering and a true 
sense of speed.” 
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REDUX 

_ By Atlus _ 

Irvine, CA—Another racing sequel 
is revving its engines this year, but 
unlike much of the competition it 
has only two wheels. GP-lPartH 
preserves all of the good elements 
of the first game and adds a twist in 
the GP Race mode. The first four 
races of your career are used to 
determine what team you will rep¬ 
resent. If you do well in the initial 
outings, you’ll be assigned to a bet¬ 
ter team with a higher level of com¬ 
petition. Poor showings result in an 
easier circuit. If you improve along 
the way, the competition will also 
improve. The great thingabout this 
set up is that no mat ter if you are an 
old pro or a rank amateur, you’ll 



have a chance at some glory. 

As for the mechanics of the 
game, the graphics remain detailed 
and realistic and the sense of speed 
is good. The animation of the bikes 
can be rubbery, leaning this way 
and that. As in Newman Haas, the 
competition is 
tough, but pass¬ 
ing is easy if you 
keep up with the 
pack. Damage 
doesn’t exist in 
this perfect rac¬ 
ing world. The 
game includes a 


good two-player split screen view 
and a Time Attack mode in which 
you can set records on any of the 17 
tracks. GP-1 Part II may have a con- 
f using name, but the game is a clear 
winner. 




MUDBALL RALLY 


By JVC 


Los Angeles, CA—Ask yourself 
this question: Have you ever 
wanted to race through hideous 
mountain conditions with mud, 
rain and ice on a road littered 
with obstacles while driving a car 
with broken steering linkage? 
JVC’s Rally tries—but fails—to 
bring you the off-road experi¬ 
ence. Once you plug this Pak into 
your Super NES, prepare your¬ 
self for a spine-jarring senes of 
one-way races. Some races take 


place at night, 
others roar 
through snow 
and mud. On the 
roads you’ll 
swerve constandy 
to avoid bales, 
cones, puddles 
and cops. The 
scrolling background flies by so 
fast diat it can make you dizzy. The 
play control is almost non-existent 
The final word is this—Off-Road: 
The Raja does it better every which 
way. 


The cars in Rally 
have such loose 
steering that drivers 
will find themselves 
fighting to keep from 
oversteenng end 
crashing into obsta¬ 
cles 
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By Cybersoft 

North Miami Beach, FL—By land or 
sea, Full Throttle Racing goes 
flat out for speed. Unlike 
Gametek/Cybersoft’s earlier 



bike /jet ski combination game— 
Kawasaki Caribbean Challenge— 
FTR doesn’t use digitized images or 
try to be overly realistic. The game 
uses the original Nigel Mansell 
engine, but it isn’t the same experi¬ 



ence on two-wheels or in the water. 
This game feels much more like 
Top Gear with 
such fantasy fea¬ 
tures as Nitro 
boosters, on-track 
Repair icons, and 
bags of Money. 

You also have 
rival characters that you try to beat 
in the game. One of the main tactics 
for getting ahead is to knock your 
opponents off their bikes. You use 
the Left and Right Buttons to 
accomplish this, but it becomes 
awkward when you find yourself 
in a kicking match while trying to 
steer around corners. The play con¬ 
trol is far better in the motorcy cle 
races than on the water, as you 
might expect. Unfortunately, the 
sloppy control m the jet ski events, 
although perhaps realistic, isn’t 
fun. One- or two-player options 


give you added variety. You can 
also choose to race motorcycles 

only, jet skis 
only, or both. 
The final word 
is this: motorcy¬ 
cles are okay, 
like Top Gear 
on two-wheels, 
but the jet ski mode takes a dive. 
Next time, let’s hope that they con¬ 
centrate on one racing mode or the 
other 


“The play control is far 
better in the 
motorcycle races...” 


MAXIMUM MPH 


One of the nice features 
about FTR is the Workshop 
screen. You’ll enter this cus¬ 
tomizing option before the 
first race and after every sub¬ 
sequent race. Here, you can 
use your cash to improve your 
bike in the following areas: 
Tire, Engine, Nitro, Body, or 
New Bike. On the New Bike 
screen, you can feast on rotat¬ 
ing rendered graphics. 



Spend your own winnings to pimp up the power of 
vour b:ke 


WiO RKSHQ ri 


PFCIFlCATION 


You can even spend your hard-earned bucks on a 
new vehicle 
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BASS WARS! 


Redmond, WA—The fishing frenzy 
is heating up with three new bass 
tournament games. TNNBass 
Tournament of Champions from 
American Softworks and Bassm's 
Black Bass from Hot-B were released 
late last year, and Bass Masters from 
T*HQ,should be released in the 
next month or two. Which is the 
best? We went fishing for some 
answers. 

When you’re talking realistic bass 
fishing, you have to consider the 
equipment, the setting, the angling, 
and the fight. The most important 
part of the equipment list is the lure, 
because virtual bass are pro¬ 
grammed to respond to lures under 
very particular circumstances, such 
as the proper action of the lure and 
its color in contrast to sunshine or 
overcast conditions. Bassm’s Black 
Bass excels in presenting excellent 
lure action. Bass Masters, although 
only about 85% finished when we 
looked at it, used a unique underwa¬ 
ter view that also shows the lure 
action. TNN used a top view similar 
to Bassm’s, but the lure action was 




Angling—working the lure—in Bass Masters 
made for a strategic battle between human and 
fish in spite of the unreelistic lure-cam view 




The split-screen perspective of Bassin s shows both how the angler 
works the rod and how the lure moves in the water Very realistic 


tpLUKE 


not as easily seen and there was no 
visual rod/angler interaction. In 
addition, Bass Masters and TNN had 
tackle shops where you could stock 
up on new equipment 



Fighting the bess in TNN was more difficult, but 
also more realistic (and frustrating) in thatthe fish 
often escaped 


The settings of all three games 
are lakes with scattered weedy areas 
and other bass haunts. Knowing 
where to fish is half the battle. 
Graphically, the Bassin’s game- 
looked varied in the boat view as 
well as in the fishing view. Details 
included lots of plants, stumps, 
waves, and excellent sound effects. 
TNN had fewer details in the boat 
view and the loading time between 
screens was almost as slow as a CD- 
ROM game—about five seconds. 


The Bass Masters’ boat view was sim¬ 
ilar to the others. Bassin’s featured 
exact casting and realistic reeling 
during which you could work the 
lure in a multitude of ways. It was 
very realistic. TNN showed casting 
and reeling in separate views. 
Finally, the fighting sequences in all 
three games were pretty good. 
Bassin’s was best again because of 
the view of the angler. Bass Masters 
was f un because you had to hammer 
on the Conti oiler to fight against the 
fish. Clearly, Bassin’s is an excellent 
game and Bass Masters is unique 
while the loading delays on TNN 
will drive most anglers mad. 


Big Mmtll LURE-CAM 



Now you can watch the b\g one get away Go 
as deep as SO’ and discover the world of the 
Big Mouth bass 

PolyCarb 

Omm earner* polished metal 

Fiber-Optic ’Ine 


Stainless steel hooks 

Availably at your local bait and tackle shop 
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The result is that you end up just 
hammering at the Controller, hop- 


_By Acclaim_ 

Oyster Bay, NY—Wrestlemama 
relived comes to the Super NES with 
Acclaim’s WWFRaw. It’s bigger (24 
Megabits), louder (with digitized 
music and speech), brighter (with 
tons of digitized photos), and it’s got 
more options than any WWF to 
date. All that 
sounds pret¬ 
ty good for 
wrestling 
fans. WWF 
Raw may 

have One-On-One, Tag Team, 
Survivor Scries, Royal Rumble, 
Bedlam, and the Raw Endurance 
matches, but much of the play is 
very similar to earlier WWF games. 


the selection screens has 
not been earned over to 
the animated figures in 
the ring where it would 
really make a differ¬ 
ence. In short, most of 
the changes to WWF 
Raw have been cosmetic 
There are new special 

moves that 
add to the 
interest of 
the game 
and you 
can also play with four 
friends using a multi-player 
adapter. 

One of the problems with both of 
the wrestling games reviewed in this 
issue is that the basic, moves are too 
limited and totally dependent on 

timing. When 
you’re playing 
against the com¬ 
puter, it’s really a 
matter of luck if 
your hold is 
selected before 
tbat of the com¬ 
puter opponent. 


ing to get a hold (any hold) on your 
opponent The alternative is to learn 
all the moves, just like you would 
with a tournament fighting game, 
but the difference is that in most 
fighting games making your move 
is not a matter of lucky timing, it’s a 
matter of knowing how to execute 
the move. It’s a different story when 
you battle against a live opponent. 
This is where the new WWF Raw 
shines. When up to four players go 
after each other, anything can 
happen. 


The improvement m characters on 



“It's bigger.Jouder. 
brighter...” 





WCW BRAWLER 


By FCI 

New York, NY-The 
opposite side of the 
wrestling coin is the 
WCW license and 
FCI’s WCW Super 
Brawl The interface 
of this challenger is 
surprisingly similar 
to the WWF series. 
Digitized photos of the wrestlers 
are used to introduce the match 
and in the power meters that 
appear above the ring dui ing the 
action. There’s also a digitized 
announcer calling the throw-by¬ 
throw. The options include 
Single Event, Tournament and 
the Ultimate Challenge. You can 
play one- or two-player matches, 
but there’s no multi-player 
option as in WWF Raw. On the 


other hand, the basic moves arc 
easier to pick up and the charac¬ 
ters in the ring are larger, making 
it easier to combat computer 
opponents. Whereas WWF Raw 
features better multi-player 
action, WCW does a better job if 
you plan to play the game in the 
one-player mode. Even though 
WCW seems to make more imme¬ 
diate sense, many of the same con¬ 
siderations hold true with regard 
to luck and the timing of holds. 
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The big news this summer for the 
Super NES (or it least p ,rt of the big 
news) will be th v release of StarFox II 
from Nint endo. Ev _n now, the ^tme is- 
far along in development and looks 
awesome. Every ire-, of thv game ha t 
been improved di tmatically over th* 
excellent origin J, and much of that is 
because Of th new Super FX* chip. 
The most dram-iticdiffercnees are the 
open S-B worlds and thv • ariety of 
▼ehlclesith it can b. used in the name. 
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No longer will you be limited to and ground walkers, all wii' > 
traveling in u corridor. You’ll be a full range of motions and 
able to fly (or walk) in circles, move much more animation than 
backward, or attack targets from hr the original StarFox. ‘ •••■*■ 
degrees* polygon characters dramatic to the casual 
now must exist inf u 113rDsiric* yo«fi observer arc the many tex- 
< .in .ippruach f rom any angle, and lure mopped surf aces 
the increased power of the Super found on the terrain and on 
FX 2 allowsjust that-The new vehl* enemies, hut StarFox - • •• • 
cles include several aerial fighters an* will appreciate the 
, ■ • i i/^t ^ added complexity o* 

Jr m. 09 ^^J^Hthe graphics. Players 


will also encounter 
effects like realistic 
explosions in space.That 
effect is created by seal ing before, and will no slow down 
spritesat a much higher level StarFox II remains as fast and turf 
of detail than in the original ous as the original, 
game. You’ll al so find more 
sprites swarming on the 
• c recn at one time than ever 


SHIELQJ 


Nintendo’s Super FX chip is a RISC 
(Reduced Instruction Set Computer) 
chip that fits inside a Game Pak to 
enhance game play. The chip handles 
the repetitious mathematical func¬ 
tions associated with the use of poly¬ 
gons or the use of sprites w ith sealing 
and other special effects. The upshot 
is that with the Super FX, program¬ 
mers can include graphics effects that 
would bog down the Super NES’s CPU 
if it W'eren’t for the added boost of 
power. The latest version of the Super 
FX, the FX 2 is capable of manipulat¬ 
ing more polygons, more texture 
mapped surf aces, more sprites as well 
as calculating pixel-by-pixel terrain 
maps on-the-f ly (in Comanche) to cre¬ 
ate more dramatic 3-D effects than 
were possible with the original ver¬ 
sion of the chip. Running at 21 mega¬ 
hertz, the Super FX 2 is twice as fast as 
the chip that was used in StarFox. It 
also includes a fast math processor 
that brings the speed of doing math 
calculations to 100 times that of the 
CPU in the Super NES. All this power 
is surprisingly inexpensive, so f or the 
consumer it means that they won’t 
have to purchase expensive attach¬ 
ments in order to get next generation 
performance out of the Super NES, 
and that’s the bottom line. 


systems. Clearly, its- 
depth of knowledge 
- - about tbe Super FX 

has helped Argonaut 
get the most out of 
the technology. The 
J game comhines poly¬ 
gons, rendered art, 3- 
D spatial camera 

) panning and zoom- 
ing plus tons of 
moves. 

First, take a look at what’s in the 
game.FX Fighter includes ground 
hits, atleasttwothrowsper char aty 
ter, special moves and combina¬ 
tions. In short, the 
idea is to provide— all 


One of the most ambi¬ 
tions Super NES games 
we’ve ever seen comes 
from a British developer. 
Argonaut, which helped 
design the original 
StarFox and the Super FX 
chip itself. FX Fighter is a 
showcase for the Snper 
FX because it hrings the 
experience and graphics 
of higher-end arcade 
games to the Super NES. 
And not only that, FX 
Fighter, even in mid- 
development, is doing 
some things that you 
won’t find even on 32-hit 



... 








even If you use the exact sam* 
moves. After a fight, the repf - 
mode gives you even more free¬ 
dom. At this writing, the plan is to 
have the winner control the cam¬ 
era during the replay“ -»irr.i so 
he or she can show off the victa • 

I rom thehest angle. As ‘ •» *iir 
• wracters, they are composed o' 
many as 250 polygons «»>••* • 


the best features of the best fight¬ 
ing games and then some. The 
version pictured here Includes 
man* of the special moveaand 
t • 1 Its and some of the camera 
•or I es, but tht,* total variety of 


• ot a huge number, hut they’re 
smoothly hlended into coo) char¬ 
acters with some of the hest ani¬ 
mation you’ll see, even at the 
arcade level. What powers all this 
theSuperFXchip. Asin Star Fox 
l. the improved Super I X 2 can 
a handle more polygons and 
&e%. sprites at one time, and it 
I can move them at higher 
I speeds. One of the moat 
I impressive aspects Of FX 
Fighter is that the poly- 
: gons all stay together. In 

some ear lierpolygon- 
based fighting games, one 
of the problems was that 
some of the polygons 
J broke apart or were lost 
for several frames of 
action. Characters stay 
together in FX Fighter for a 

more realistic loo- 


twPC 6T 


The Super FX chip give* FX Fighter the 3-0 
look ot arcade polygoa fighters and avail 
lacludas impressive camera paaaiag during 
throw sequences that adds to tha visual drama 
of the goma 


Electro Drain’s Dirt Trax FX mixes two graphic techniques with 
exciting results. ThctfSteks and et» v iron men ts of the game exist 
in polygonfdrmjust as in Stunt Race FX, but the difference ia 
that the vehicles (the bikes) appear in sprite form, allowing for 
greater detail and realism. Combining the two forntsof graphics 
doesn’t present a prohlem iff Itself, but it takes extra processing 
power to update ever-changing polygon environments at the 
same time that sprite animations are heing run. Sculptured 
Software has brought the two graphics techniques together in a 
seamless union. Like Comanche, Dirt Trax also features two- 
player views that require the raw powerof the Super FX?. 


both moves nd pan sequence 
h'isnot *:et been determined. The 
d *‘ elopmcnt t_am assures us that 
the final number for bothof these 
elements should be impressive. 

On _ feature that already looks 
world class is the camera p inning 
sequence during throw moves. In 
the finished game, the viewpoint 
will move wound and away from 
the fighter, to highlight th_ 
throw, but the actual movement 
of the cam sra pan will follow one 
of m. ny dif f went sequences cho¬ 
sen at random. That m ms that no 
two lights wli 1 ever look the same, 
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Each point on that map T a* insiru A' s that tell the 
Super NES its elevation and its color, so that is 
what’s drawn on the screen. As you move over the 
map, the program must recalculate all those terrain 
pixels in order to update the picture. Comanche also 

has a two—play- 
r mode that 
^tequitet 
twice the 
terrain cre- 
> ^ tap- —| ation pnw- 

■ er. That’s 

rr quires the 
’ muscle of 

15 353«5 ’i | the Super 

JL It c\2 
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The most unusual look of any of the new Super FX 
’ antes comes I ron? Comanche. This attack heli¬ 
copter program mokes use of a unique 3-D graphic 
technique developed by Nova Logic. The Voxel 
technique generates highly detailed terrain maps 
that you fl- over and around wi h your Comanche 

■ hopper. It 
hegins with a 
map of the 
game area. 


We talked io JbZ San. piesidentiil 
Aigonaut and one if the leaders of 
theSupeiFX tevDluliun. 


Jez was involved m the development 
of both the original Super FX and its 
faster brother, the Super FX“. So far, 
Stunt Race FX and Vortex have made 
use of the new chip, but this year 
brings four new Super FX games. Jez 
and his Argonaut team are develop¬ 
ing FX Fighter for Nintendo at their 
U.K. offices. After having played an 
early version of FX Fighter, we were 
interested to know how the graphics 
were created. 

Jez explained that each fighter con¬ 
sists of 400 to 500 polygons and that 
the animation rate runs between 15 
and 20 frames per second. “When you 
throw in both fighters,” Jez summer- 
ized, “plus the floor polygons and 
multiply it by the frame rate, you get 
somewhere between 15,000 to 20,000 
polygons per second being displayed. 
That’s about the same frame rate as 
3DO, so by that measure it’s pretty 
impressive.” 

Jez also revealed the difficulty of 
producing such life-like animation. 
“It began with motion capture pho¬ 
tography of actors at a San Francisco 
studio. They were untethered so they 
were allowed total freedom of 
motion. The result is that wc have 
moves likt Shiva’s (the cat-like female) 
aerial somersault that ends in a leg 
lock. You can't do that if your actor is 
wired to the computer. After that, wc 
used SGI machines and Wavefront 
tools to animate the fighters by hand. 
It’s taken more than five man-vears of 

J 

work for tliat process, so far...” 

The resulting smooth animation 
includes more than 200 moves. 
Generic moves—kicks and punches— 
include variations according to the 
placement of the character. Special 
moves and throws are all created 
using a skeletal motion data set that 
can be used for all the fighters By 
usingjust one humanoid skeletal 
motion data set, Jez estimates that he 
was able to put the equivalent of 100 
megabits of individual moves into the 
16-megabit game. That’s what we’d 











From AqENT #910 
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Collecting 1-Ups in Donkey Kong Country has nev¬ 
er been a problem, but this code can help speed up 
the process. Before you begin a new game, high¬ 
light Erase Game on the Game Select Screen, then 
press B, A, R, R, A, then L (BARRAL) on Controller 
I. After entering the code, select any of your game 
files, and you’ll begin the game with 50 lives in 
reserve. You can use tins code with any saved file, 
so you can refill your lives throughout the game by 
resetting then entering the code each time you 
play the game. 



Highlight Erase Game, than press B, A, Select any file then begin playing with 
R, R, A, and L on Controller L 50 lives in reserve! 


When you play a two-player game in the Team 
Mode, you get to play only after the other player 
messes up or gives you control, but you can change 
that with this code. Highlight Erase Game on the 
Game Select Screen, press B, A, Down, B, Up, Down, 
Down, Yand A, then start a Two-Player Team 
game. Now you can take control whenever you feel 
like it by pressing Select! 


When you play a normal Two-Player Highlight Erase Game on the Game 

Team gam* you can t play until your Ssk-ct Screen, then press B A. Down, 

partner gives you control B, Up, Down, Down. Yand A. 





Select arumpty file and begin a Two' Now you cantata control from your 
Player TEarn game, partner whenever you want to. 



From Accent #495 


I evei Skip 

Can’t beat one of die Bosses in Earthwormjim? Did 
you get lost half way through the level and are you 
getting frustrated? Do you want to see just one more 
level before going to bed? Your problems arc 
solved! While you’re playing, pause the game, then 
press A, B, X, A, then A and X together, B and X, B 
and X, and A and X. When you take the game off 
pause you’ll skip directly to the next level! 



Anytime during thegeme, press the Press A, B, X, A, then AX, BX. BX, and 

Sturt Button to paus* the action. AX togathar 



When you take the gam* off pause. Youcanuse this code to skip all the 

you'll skip directly to the next stage way to the end! 
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From Accent #775 

Stare Select 

When the King of the Jungle roars, everyone lis¬ 
tens, and if you get frustrated with the tougher lev¬ 
els in The Lion King, you’ll be roaring a lot! Save 
everyone the agony and use this code the next time 
you get frustrated. Before you begin playing, go to 
the Option Screen and press B, A, R, R, Y. If you 
enter the code correctly, a second Option Screen 
will appear. From this new screen, you can start the 
game from any stage, including the Bug Bonus 
stages, You can also select the Invincibility Option 
if the game is still too challenging. 



Are you having problems making it 
through same of ths tougher stages? 




On the Option Screen, press B A R, R, Y, 
to moke the secret Option Menu 
eppwr 



Select your favorite stage, then skip 
straight to it 


You con also mak* 3 yourself invincible 
to enemy altacksi 



From Accent #080 


Although you receive this code when you finish 
the game, we thought you might like to play as the 
Final Boss, even if you can’t f mish the game. When 
you first turn on the game, wait until the Mode 
Select Screen appears, then press Up, Right, Down, 
Left and any button on Controller I, If you enter 
the code correctly, you will be able to choose the 
Boss when you play the Two-Player Vs, Mode 
game. 




Normally, you can only chnosp f rom 
the man characters in the game. 


When you begin a naw game, wait for 
the Mode Select Screen to appear 


Quickly press Up Right, Down, Left, Mowyou can play as the Finel Boss in 
then any button on Controller L the Two-Player Vs. Mode. 


SPORTS 

CHALLENGE 


From Aqent #874 



f\ /. 


In Tiny Toon Wacky Sports, practice any of the 
events that you’re having trouble with by using this 
simple trick, On the Password Screen, enter Babs 
Bunny, Montana Max, and Book Worm as your 
password, then press the A Button, You will access 
a Select Screen where you can practice any of the 
events as of ten as you like. 



PASS WORD 



You only get three continues to com- 
pjete the competition, so you'd better 
practice first 


Enter Babs Bunny, Montane Max end 
Book Worm as your password, then 
press theAButtoa 


When you want to return to the From the Select Screen, you con proc- 

Compstition Mode press the B Button tice any of the 19 different events as 
while you re on the Select Sewn often as you wont 
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From AqENT #287 

'Idden Characters 





You usually havu to finish tho entire 
game to receive this specie! code 


On the Cheractcr Select Screen, hold 
the R Button end enter the the code 


Normally, you won t receive this special code until 
after you’ve completed the game, but because the 
code allows you to access the two super-powerful 
characters, you might like to use it sooner. Before 
you begin playing, go to the Character Select 
Screen and hold the R Button. While you’re hold¬ 
ing R, press Left, Down, Right, X, Y, A, B, Left, 
Down, Right, Down, X, Y, A and B. If you enter the 
code correctly, the extra Fighters will appear when 
the game begins. 


Press Left, Down. Right, X, Y, A, B 
Left.Down, Right, Down, X, Y, AcndB 


Now you can choose the hidden charac¬ 
ters and increase your aircraft s power! 



If you finish the game as either Rabio or Lepus, 
you’ll earn this special code that lets you test your 
skills in the Boss Endurance Mode. To enter the 
code, go to the Character Select Screen and hold 
the R Button. While holding the button, press A, 
Left, Y, Right, X, Down, B, then Up. In the 
Endurance Mode you will face all of the bosses 
back-to-back, so good luck! 


On the Charecter Select Screen, hold 
the R Button while you enter the code 


Press A, Left Y. Right, X, Down. B. then 
Up to access the Endurance Round 



From Aqent #148 

Blood Code 


This code is def initely not the most exciting code 
in the world, but it’s a code. If you’re looking for 
some added color in your Shaq Fu game, go to the 
Option Screen and press Y, X, B, A, L and R. If you 
enter the code correctly, the screen will flash red. 
When you begin playing, your characters will 
bleed when they get hit. The blood isn’t as vivid as it 
is in MK.I1, but it’s blood nonetheless. 



On IheOption Screen, quickly press Y, When you start playing your charac 

X, B. A. L then R to make the screen ters will Meed when they're punched 

flash red 



Using this code is a great way to explore the later 
stages of Mickey Mania without losing any time. 
Bt fore you begin a new game, go to the Option 
Screen and select the Sound Test. Set the Music at 
Beanstalk 1, set the SEX at Extra Try, then high¬ 
light Exit. Now, if you hold the L Button for a few 
seconds, you will hear a sound. When you begin 
playing, a screen that allows you to select any level 
will appear. 



Go to the Option Screen end select the Select the Beanstalk 1 music. Extra 
Sound Test Option. Try SFX, then highlight the Exit and 


hold the t Button 
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From Accent #161 

Power-Up Fire 

After you sink three unopposed shots in a row, your 
player will be On Fire until the other team scores. 
While you’re On Fire your chances of hitting a shot are 
boosted. To stay On Fire for the entire game, you can 
enter the Power-Up Fire code. Before a game, when 
the Team Match-Up screen appears, hold Left and 
press any button seven times before the screen f ades. 



Select your f evente team, then wat 
until theTeem Match-Up screen 
appears 


Hold Left and press any button seven 
times before the Match-Up screen 
fades 


Power-Up Dunks 


Want to catch some air? Here is the trick that’s 
going to give you the longest hang time around. 
When you begin a new game, select your favorite 
team or enter a past password. When the Team 
Match-Up Screen appears, tap either A or B ten 
times, then hold Down and A until the screen fades. 
If you enter the code correctly, you’ll be able to 
dunk the ball from half court! 



nuSTUN 

TC 

MSOMX 


new rensev 

NC 

+NCU VOUC4- 


OQLnuno 


PNXLnncipnio 

CC 

wnsNXNUTon 



(PBflBQSG) ©IP 
BUJfflBS 


Start 0 new game, enter your initials, 
then select your favorite t^em 


AttheTeam Match-up screen, tap A 
or B tun times. Then hold Down *nd A 
until the screen fades. 




~ <* 


Secret Players 

Just like the original NBA Jam, the Game Boy ver¬ 
sion is full of secret players! Your abilities won’t 
change by using one of these secret players, but 
you get a chance to see some odd characters 
hoopin’ it up with the pros. To access a secret play¬ 
er, enter the correct initials, using the secret code 
to enter the last letter. 

George Clinton 



0BGBBP0 

C3SSCO0D0 

©pass?© 

©0DS ‘S’ 800 


COIL 



rrc winiii 

new icflscv 

HO «NCU VQRC* 
UMLnnno 
fMSLno&LpHin 

CC UWSNSNQTON 


IT 



Enter the initials F and N, then piece the Pruss Left end B at the same time to 
flashing cursor on the letter L enter the letter K as your last initial 


Al Gore 


QEGBSPB 
B 53232 (L5D0) 
©(piaQSff© 

©ffiQSffSOO 


£5? 



Enter the initials E and X. then place the 
flashing cursor on the letter J 


Bill Clinton 


0E33 a s p s 

(325m (LQDO) 
GfPSBSV© 
©ODSt? 800 


©SB 










| Vvf GUUDC.P1 itbtc nnaJ 
ft* un dlsppc ft* bck 

Ifc «-« LHCCRI NOU 

(J MOtHI* MSN 

V)4P0HTLRP(0» SON 

| ft xcuttlc urn 

a IT sRcanncriTO 




Press Up, Start and B at the same time 
to enter the letter C as your lest initial 





Enter t he Initials U and S. then pi ace the Press Lef t. A and B at the seine time t o 

f lashing curs or on the letter B enter the letter A as your last initial 


SEND US YOUR CODES! 

Nintendo game players thrive on developing tips and strate¬ 
gies. If you would like to share your own special tips with us, 
send them in! Choose your own three-digit agent number and 
be sure to include it with your codes. 


Our Address is: 

* ...... 



VOLUME69 67 




































































































































Woluorinn, the 
most ferocious 
K-fTlan of tham 
all, is aat I^TT 
to faca r"*' 
the dead- f fTi 
lieet and 
moat important 
miaeion of hia 

life—uncovering 
the secrete to 
hie unknown 
peat. To suc¬ 
ceed, he's going 
to need a lot of 
courage, e little 
luck, and all 
your video fight¬ 
ing skills. 


ENTiON LOG 
KCY to VC,|S| 

CtaiHji ajke' 


HDUEflTURB 


Meet Logan, otherwise known as 
Wolverine—part flesh, part met- 


WOLVERINE and all character jr.nne* & Itkenefe- 
oy TM & O 1995 Marvel Entertainment Group, 
Inc All nght$ reserved 


Thu Fact Files, located on the first 
screen contain the vital iirfnrma- 
tioa oa each boss's strengths nod 
weaknesses. 


68 NINTENDO POWER 


Wolverine will need all his fighting skills, os well as a 
km sense of direction, to gat through tha dangerous 
terrain that lias ahtad. 






SLASH n BASH! 




Wolverine’s extensive training has 
allowed, him to master many different 
fighting skills—so many that you’ll 
have a tough time helping Wolverine 
restore his memory if you try to use 
them all! A hetter strategy is to master 
a few of the most effective moves, and 
leave the trickier stuff for those spe¬ 
cial cases. 


Wolverine’s claws get him out of 
tough spots in more ways than one. 
Not only are they great d uring a fight, 
they also let Wolverine scale the 
sheerest walls. Use them to escape 
from hat ties when Wolverine is out¬ 
numbered and out-gunned. 


TRKB fl 
BREATHER 


Wolverine needs to 
make some hig leaps to 
get through this terrain 
and to reach some hid¬ 
den surprises. Crouch 
down hefore hitting the 
jump hutton to give him 
an extra hoost. But he 
careful—a misdirected 
super leap can leave 
W olverine vulnerable. 


14 If Wolverine’s energy is low, his 

special healing powers will repair his hattlc 
wounds—given some time. Find a safe place for to 
let Wolverine recuperate for a minute, then head 
hack to battle! 


In hectic situations. Wolverine has to act fast, and 
the jump punch is 
served hestat high 

speeds. Fly through the' S ! !8F1 

air and hit your oppo- “ | 
nents with devastating >-' II /. IE I 

hashes to thechop*. | P 
This move works nice- | I ~^ ~“ f 


DEROIV 


While Wolverine can 
rest a short time during 
his adventure, he can’t 
wait long. Elsie Dee, an 
explosive android who looks like an innocent and 
frightened little girl, is following him. When the 

~ countdown clock 
appears, 

,<■ ncarhy, and 

■Ml 

Z+. finish the stage 
& Bk quickly! 


ly against flying 
mics. 


CLRUJ mRRKS 


Perhaps Wolverine’s most effective weapon is the 
slash, Lightning.quick, and laser accurate, the 
-y*.— slash delivers a crushing 
fflvv HI \ ^ I blow to Wolverine’s oppo- 

& nents, hig and small. And 
0(4 for those enemies outof 
*4sg0 I ^ Inf reach, a jumping slash can 

be unstoppable. 


Though she’s usuelly loo lar behind 
to get to Wolverine, Elsie Dee is 
always on his troll. If she dees 
catch up. not even Wolverines 
Adamanti «m skeleton cen servive 
one of her high-powered tantrums. 









THE SECRET 


A strange message has led 
Wolverine to a secret lah hidden 
in the Rocky Mountains. There, 
he hopes to find the computer 
that contains information ahout 
his mysterious link to Weapon X. 
But to do that. Wolverine’s got to 
get past some formidable foes. 


SECURITV 

DROIDS 


Vhese mechanical guards are 
i ugh. When Wolverine gets 
1 lose, they send out a wave of 
' tying sentry robots. Though 
the droids are easy to avoid, 
you’ll have to beat them soon* 
er or later to finish this level. 


Destroyer Programmer is big, but the reel attack 
comes from the weapons ha creates during but- 
tie. Watch far the quick blasts, and attack whan 
it's clear. 


Usa the claw punch 
up-close to dismantle 
Destroyer's weapon If 
you gat low on energy, 
retreat through (he 
failing flames to raju- 
uanate. 


a jumping slash to reach the heart of tha 
droids. After a few well-placed shots, they’ll 
fizzle out 


Before long, the sentry attack becomes ovar- 
whalming. Whan it gatstoa crowded, retreat 
regroup and mounts new attack! 
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Overhead cannons give 
the lahoratory guards 
good cover as they attack 
you. Even when you’re 
handling the soldier’s 
attack, the Cannons can do 
heavy damage to you. 
Before you attract too 
many guards, take the can- 
nons out with a quick 
swipe of your claw. 


To raockthe cannon*, use o super 
lump, but be sura to hold the X- 
Buttoa down so you go in clows first 


Wolverine is after Lady Deuthstrike, 
hut he must first battle the warriors 
of The Hand, a mysterious ninja sect. 
Wolverine can beat them with a few 
running punches, hut the long- 
armed attack of Deathstrike is anoth¬ 
er matter! Watch out for Elsie Dee 
here. 


POUJER OUTFIG6 


To get past the lah’s security system, 
Wolv erine must disahlc the comput¬ 
er controlling the main power gener¬ 
ator. Though you can destroy the 
computer as soon as you find it, wait 
until the stage is »« rur» before 
destroying it. 


H Wolverieo (fortroy* 
tfit nwio genttwor 
LDmpirtcr too eeriy. 
he'll get ©wight in the 
explosion that's soon 
to follow. 


Trifusioe uses throe lorms ot attack the shak¬ 
ing streegth of Mevhle, the epeerieg firepower 
of Sherd, eod the rolentless boemenuige of 
Shiken. 


Diseblieg the meie 
generator allows 
Wolverine to con' 
tinue end elsu 
give# hirten extra 
life. 


Trifusioee three 
forms meke thise 
tough battle He is 
most vulnerable 
when he first muteri 
elizes. Strike quick¬ 
ly, then ovoid his 
counterattack 


WOLVERINE 

ADAMANTIUM RAGE 


GOAL 
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SHORTCUT 




FIGHTinG 


It will take all of Wolverine’s 
ancient martial arts training to 
match the high-tech attack of 
Shinobi Shaw’s henchmen. Speed 
and a slashing claw are your 
biggest assets against the furious 
firepower of the soldiers. 


When a soldier lowers hie bazooka, use a super 
lamp to get eat of the way. 


The helicopter 
means lots of eol- 
diem end e viscous 
aerial attack. Dent 
get trapped. Got 
moving ot the first 
sound of its 
whirling bledes 


A trick! Wolverine begins to see the 
cruel game that’s being played on 
him. The clues to his past were all 
lies—traps laid by the evil 
mutant Shinobi Shaw. Now, 
Wolverine wants to settle F " ^ 
the score* But first, he must L 
make it past Shaw’s legion y z 


Don’t yet caught m a crossfire—keep 
Wolverine moving at all tome*. 


of high-tech soldiers. 


This psychic vampire la quick, btt if Wolverine 
uses his cunning, he can ost-maneuver Blood 
Sc rear* end stake when ho in unprepared. 


RICH-UP 


If Blood Sere am*§ fly 
my attacks get to he 
too much. Wolverine 
can safely regain his 
strength high on e 
nearby well. 


f< FEUJ OTHER 
CHARACTERS 


Wolverine wonders if the signs around Tokyo 
hold e message for him. Perhaps they do. The 
first one reeds Nintendo; tee second, Dead or 
Alive! 
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SIGfl OP TROUBLE? 


The neon signs of the city can 
help Wolverine through this 
level, hut they can also prove 
deadly. Shaw’s soldiers have 
planted motion-activated 
bombs on many of the signs. 
And if Wolverine stays on one 
sign too long, itgiveshim a vio¬ 
lent neon shock. 


STAGE 4 


Cyher has drugged Wolverine, 
sending him into the 

a world of his own night¬ 
mares. Wolverine must 
now hold on to the sliver 
of reality that remains, 
while battling the super¬ 
natural creatures of this 
twisted mental landscape if he 
ever hopes to return alive. 


WOLVERINE 

ADAMANTIUM RAGE 


GOAL 


HBRUV PIREPOUIER 

A battle against Shaw’s henchman, 
Geist, and a few of his friends! It will 
take all of, Wolverine's stamina and 
courage to withstand this barrage of hul- 
lets, There’s little room to maneuver, so 
Wolverine must be on the offensive at 
all times. 






» 

It *?* m \ m 

* -U w-l 
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As this generation of Clay fighters was formed, the evil 
Dr Kiln was plotting to take 1 over the land Can these 
chunks of clay beat him to it? You be the judge! 


Nana Man is a truly cool dude who’d 
v: rather be kicking back than kicking clay! 
C ' He will come through, but 

■■ ■—* : x only when there is a Mudarita 
\ ■ to sip on! 


Nana the Banana Man loves to give people a 
taste of his special move, the Banana Slice 


Somebody ought to give this r 
hyperactive little Clayfighter a r. 
hand. With eight fingers, he looks as 
if he could use a spare! Octo’s endless 
energy makes him a very handy flghter. 


With so many well- placed limbs, Qcto easily 
pulls off his special Cartwheel move 


If Goo Goo had a mother, she’d surely 
wash his mouth out with soap r Not only 
is Ins vocabulary rough, he loves to 
ram into things. Watch out for that 
rattle—it’s really a pretty mean mace. 


If you sav "Come to Daddy" to this knee- 
biter, he'll use the Ram Butt special move 


The Purple Clay Meteor is active and 
sending blankets af bubbling gaa 
through the tawn Mudville. Although 
the citizens are nat pleased, diehard 
fans af the wabbly warriors known as 

the Cloyfighters 
a&S are ecstatic! 
Five new 

™ • Clayfighters 
33ca_i pbostt I have emerged 

from the gaa In 
| an attempt ta 

I take aver the 

Tiny, Bed Mr Frosty end the land in C2l 
Blob were the creem of the i„HnmanP rin„ 
cleycrop. Now they're beck Judgment Clay 

in this totally ewesome from Interplay. 
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Kangoo is a Clayfighter with a conscience, 
but it onlv surfaces after she beats the stuff- 

4 

ing out of you. Her incredible leg and arm 
strength are her best assets, but watch out if 
you’re her opponent! 


The Option Screen allows you to customize 
many features of the game to your own specifi¬ 
cations. The Arena Select option makes it possi¬ 
ble to choose your favorite fighting venue. 


Using her tail to dash forward, Kangoos 
special move delivers the old “one-two 


The incredible 
graphic detail 
you've come to 
expect from the 
Clayfighter 
series comes 
through with fly 
mg colors in C2 


This once innocent field rabbit has 
hopped off the bunny trail and into 
hard-core Clayfighting, floppy 
happened upon a field full of jji 
supercharged carrots, and he’s 1 Q 

been kicking clay ever since. i 


It's hard to decide which 
is cooler looking—the 
unbelievable animation 
of the Clayfighter char¬ 
acters or the very back¬ 
grounds they fight in 
front of 


Hoppy credits Carrot eating for strength, 
but his special move sends them spinning 


THE BUTTON COMBINATIONS 

CHUCK BERRY GROUNO SPIN 


Now that you’ve had the exclu¬ 
sive opportunity to grah a 
glimpse of the most awesome 
new fighting game to hit the 
shelves, you’ll want to get some 
inside information on C2: 
Judgment Clay. Read on for tips 
on each new character’s special 
techniques. 

BOTTLE 


To try out Gctos dizzying maneuver, press 
towards, down towards, down, dowrt 
awoy, away end eny kick button, 


For Nano Man's powerlul (tying kick, press 
Down on the Control ped for two seconds, 
then Up and a kick button, 

FLASH HOP 


c«mtrumst Happy's tug Met art- gw* • *4f»J uusu Kangoo can get •« i dup» Odfrenzyi 

towards kicks! Press down for two seconds, then Pross the punch ouuon rapidly to perform 

u* and any kick birttor, .-t >^ller ch. 


Wute out tor ■ • . icm 

Press down, down towards t 
> den. punch button. 
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ILLUSION OF GAIA 


HOW DO I PLAY THE 


RUSSIAN GLASS GAME? 





B efore you can play the 
Russian Glass game, you 
must go to the Great Wall, 
defeat the Sand Fanger, and return 
wtth the Mystic Statue to Luke’s 



After you defeat Ihe Sand Fanger and get lha Mystic 
Statue, return to Luke's house in Wettmuo 


house tn Watermta. When you 
return, ride the lily pad transporter to 
the raf t where the game is played. 
When you’re gtven a choice, always 
drink from the glass on the left. 



Ride the lily pod out to ploy the Rassien Glass yarn* 
Always drink Irom the glass on tha lelt 


Eventually, you’ll win the Will. Take 
the Will back to Luke’s house and talk 
to Lance and NciL When you do, you 
and your friends will be automatical¬ 
ly transported to the city of Euro. 



After yoa win the Will, return to Luha s house You 
and yoar friends will be transported to Earo. 




Y ou won’t be able to see a thtng 
in the blmdingly-brtght 
rooms of Ankor Wat’s main 
building unless you’re sporting spe¬ 
cial eyewear, the Black Glasses. To 
find them, return to the overgrown 
courtyard and find the explorer’s 
skeleton. When you talk to it, it will 
give you the Black Glasses. Select 
them on the item screen and wear 
them into the bngbt rooms so you’ll 
be able to see normally. 



If yoa venture into the bright rooms withoat the 
Blech Glasses, yos'll he blinded by tha light 




When yoa retarn wearing tha Blach Glaesee, yos'll 
he ablo to see perfectly well 
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FINAL FANTASY III 

t- 

k 

HOW CAN TERRA'S PARTY ENTER THE 
OCCUPIED TOWN OF NARSHE? 



A fter leaving the Returners’ 
Hideout, the group splits 
into three teams. Terra’s 
team, which heads for Narshe, finds 
the entrance barred by Imperial 
Forces. Instead of getting the boot at 
the front gate, walk to the left, past 
the instructors' building, and stand 
facing the rocks in the spot where 
Locke and Terra escaped from the 
cave earlier in the game. Search the 
wall to find the hidden entrance. 



If you try to otter thi otgh lhe meit goto, the 
Impel itl gteids will thi ow yot out on yoti eei 



f£anns lUjidii LLlLZE jHr-rf 


Locke loM you lo remembei shout the hidden 
entrance htowyoo can use it to le-ootei the coves 



HOW DO I RESET THE CLOCK IN ZOZO? 


T he inhabitants of Zozo are 
notorious liars. Talk to all of 
them and take notes about 
what they say regarding the hour. 


Don’t believe them—eliminate the 
times they mention until you end up 
with the correct hour. To find the 
correct minutes, examine the clock 


with the broken hour hand. When 
you piece all of the clues together, 
you’ll come up with the correct time: 
6:1030. Use it to reset the clock. 




Ehmioole lhe wiong hoeis by lelkieg to lho lhiovee 
it Zozo Ttiey'ie e beech of lyiog lhugs 



Check lhe clock with lhe brohee hour hand to dcler 
minu the mmutes. thee set the clech to 610 50 



When yoe sel lhe clock, e twMet passugu will eppeei 
Follow il to f md the Chom Sew.» voluetde tool 



HOW DO I FIND THE HIDDEN CHARACTERS? 



Y ou don’t have to have the hid¬ 
den characters to finish the 
game, but they can make the 
adventure more mteresting—and pos¬ 
sibly easier. Umaro, the abominable 



uij Ii* iiifa till i 

M&L I*- ^ 


Toko Mog with you ielo the caves behiod Neishe 
Deleet the Tnloch, lheeiump leto the opemog 


snowman, is in the caves behind 
Narshe With Mog in your party, bat¬ 
tle your way to the Tritoch Espcr. 
Defeat Tntoch, then seardi the ledge 
to f md an opening Jump into the hole 



Mog will oidei Umoro to |oiu yoer porty He s e liei ce 
physical lighler with eeporhumee strength 



to find and enlist Umaro. To find 
Gogo, go to the Triangle Island and 
allow your party to be inhaled by a 
Zone Eater. Inside the beast, you’ll 
find Gogo, the master of mimicry. 


Seeich the itooids of lho Zooo Eoler lo find Gogo 
lolett is imitolmg the ellocks of others 
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DRAGON VIEW 


* 


HOW DO I GET THE BOMBS FROM 


TYLON? 



Anton Lee 


W hen you reach the town of 
Hujta, go to the house on 
the east side of town and 
talk to the matt tnside to learn about 
Tylon and his bombs. Exit the house 
and walk straight up off the screen to 
reach the next block When you enter 
Tylon’s Shop, he’ll tell you that he’s 
out of dynamite, then he’ll give you a 
key to the Storehouse Find the 
Storehouse in the southeast then fight 
the Scorpion to get the dynamite. 



I m out of dynamite, and 
^ host of demons hatie 
tak :n r stdtnc-? In my 
storehouse. 


When yoa talk to Tylon ahuut his storehouse, he II 
esk yoa to go there and retrieve some dynamite 



Go to tha storohoasa and defeat tha Scorpion, than 
use tha key to opantha door and gat tha dynnmita 


fl HOW DO I GET THE THIRD KEY FROM THE SEKTRA TEMPLE? 


T he thud key ts the one most 
commonly mtssed in the 
Sektra Temple. You must 
use the Ice Ring to find it When you 
reach Floor B-l, continue to the right 
through the door. In the next room, 
use the Ice Ring to freeze the foun¬ 
tain. Jump onto the frozen pillars 
and go through the opening above 
to reach Floor 1. Now go through the 
door on the right and de feat the f our 
Water Soldiers to get die thirdkey. 



Whan you reach B-l, go through the door on tha 
right Use the lea Ring to freeze the foantam 



Jump onto the frozen pillars to reach tha room above 
Defeat the Water Soldiars to gat tha third kay 




Y ou must prove your wortlit- 
ness before you’ll be able to 
open the treasure chests tn 
Hujia. First, go to the Jade Mine and 
activate Dr. Ortan’s machine to make 
a light bridge appear on the road that 
leads to Sektra Temple. Next, head 


west from Orusort, across the light 
bridge, until you reach the Sektra 
Temple After yourcscuethc Di agon 
Lords instde, they will change your 
Guardrak pendant tnto the Sohlrak 
pendant With the Soldiak pendant, 
return to Hujta and enter the room 


with the two treasure chests. In fine, 
you’ll find the Breeze Map; in the oth¬ 
er, you’ll find the Fairy Statue. The 
Fatry Statue doesn’t actually do any¬ 
thing immediately, but after you res¬ 
cue Grandpa from the well, it wtll 
change into the Blessing. 



First, go to tha Jade Mma and activata Dr Ortan's 
machine, then gn west to the Sektra Templc 



When you ia scan tha Dragon Lords, they will changa 
yoar Guardrak pendant into the Soldrak pendant 



Now retarn to Hnpa and tha two chasts Open them 
to gat the Braa 2 a Map and tha Fairy Statua 
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LEMMINGS 


WHAT'S THE SOLUTION TO TRICKY 


Brenf Clearman 


T he tricky part of Tricky Level 
13 ts tuning. You have only 
two Exploders to work with 
and only 30 seconds to rescue 12 
Lemmtngs, so you have to be both 
fast and accurate. Set the first 
Lemming out to explode just as it 
reaches the wall on the right, then 
move your cursor down and to the 
right Now set the next Lemming in 
ltne to explode next to the barrier, so 
that tt blasts a path through to the exit. 



I ■ ■■»■ 4 < i i 4 1 i 4 I ■ * I * i 

Use the first Lemming to blest through the floor 
Set it sothet it explodes oeer the well no the right. 



Use the next Lemming la liae to blest through the 
barrier on the right so the others can reach the exit 



HOW DO I CLEAR MAYHEM LEVEL 1? 

■ HKBiBe .. . .. . 



I t wtll take practice to dear this 
level. When the first Lemming 
lands, make it a Floater. When 
the second reaches the right edge, 
turn tt into a Blocker, and when the 
third reaches the left edge, make it a 
Blocker to contain the remaining 
Lemmings. When die first one turns 
back from the right wall, make it a 



Turn the first Lemming iato e Floater, thoe set two 
Blockers to contaio the rest of the randy rodeots. 


Butlder and butld a bridge up to the 
left wall. When it reaches the wall 
and turns back to the right, build up 
to the metal block on the upper right 
When the Builder drops to the third 
block, continue building over to the 
lower block and across the two sec¬ 
tions of water. After it crosses the 
water, build from the right edge of 



Build over to the lower block, thee butld agoin over 
the two sectioes of water 


the first metal block to the upper 
metal block. As soon as the Builder 
touches the wall and turns around, 
build again from the top of die previ¬ 
ous bridge. Ttmtng is critical here. 
Continue criss-crossing to the exit 
above. When all of the bridges are in 
place, bomb one of the Blockers and 
let the other Lemmings follow. 



As toon ns the Builder touches the well end turns 
bock, make it build egam from the top of the bridge. 


TAP THE POWERLINEt CALL THE PROS 


BREATH OF FIRE 

Q: How do I walk through trees? q ; 

A: Put Bo at the front oWour party 
Q: Why can't I use the Warp spell? A: 

A: You can't use it in towns, caves, 
towers or while under water or q. 
in a dream world 

Q: Why can't!use theDebo spell? A: 

A: It works only under water 


FAST FACTS 


FINAL FANTASY III 

How can I counter Chupon’s sneeze 
attack? 

You can't.You don't have a hanky 
big enough 

How many coral pieces do I need to 
feed the trunk at Ebot's Rock? 

You need 22 pieces of coral, and you 
must have Strago and Retm in your 
party. 






• 

a 

V 

$ 


WRITE TO: 

Counselors’ Comer 
Pi). Box 97033 
Redmond, WA98073-9733 

CALL- (206) 885-7529 

Mon-Sat # 4 00 am to Midnight and Sun, 

6 00 a m to 7 00 p m. Pacific time If 
you’vereached only a busy signal when 
you’ve called before, now's the time to try 
calling again To answer vour questions 
more quickly, we've added a special voice 
response unit to handle frequently-asked 
questions. And look for on-line answers, 
coming soon to a computer subscriber ser¬ 
vice near you! 
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Players 


Here is a great challenge that some of you tried at 
Powcrfcst! Drew Wilicoxon ordered his Super StarFox Weekend 
Competition Game Pak from the Power Supplies Catalog and sent us his 
best score: 173,343. That’s a pretty good score, but we know that you guys 
can do even better. The players who beat Drew's score by the highest mar¬ 
gin will win Power Stamps. 


This limited-edition cart has the chal¬ 
lenge built righ tin. 


Here is an interesting challenge 
that should keep Final Fantasy 
players busy. When you play Final 
Fantasy III, the game keeps track 
of each step you take. We want to 
see who can take the fewest steps 
on the way to getting Mog to join 
their party. Take a photo of the 
Status Screen that shows your par¬ 
ty and the steps taken to reach 
Mog. Remember, Mog doesn't join 
your party the first time you see 
him. 


u Uniracers is lightning fast, but we want to see how fast 

you can go. We hit up the pros at Nintendo for their best scores 
and we found that Armond was about as good as they come! Here are a 
few of his best times and tracks. The top five players who beat his times 
will score themselves some Power Stamps. 


Dragster (Crawler Tour) 25 05 sec 
Hybrid (Walker Tour) 31.99 sec 




Loopback (Jumper Tour) 38.08sec 
Last One (Bounder Tour) 39.12 sec 
Downer (Hopper Tour) 501 points 


Which character should you talk 10 f irst, Mog or JLont- Wolf? 


Be sure to write your name, eridress and Member Number on the back of your photo 
when you send in vour Challenge or entry for one of our challenges All entries to the 
Challenges printed in this issue must be received no later than March 20,1995 to qual¬ 


ify for the Power Stamp prizes The players who best complete chellcnges, will 
receive four Super Power Stamps for use towards the purchase of Super Power 
Supplies Scores printed are determined by the Nintendo Power Staff 
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GRAB 

THAT 

SHOT! 


Once again, we have found flayer 
using a game enhancement device! 
Instant disquali¬ 
fication!!! If you 
want to win, you've 
get to do the work 
yourself. 


THE ADDAMS FAMHY 

Finished the game 
with the fewest hearts* 


John Shea 3 Hearts 

Seattle, WA 

Casey Johnson 3 Hearts 

Jocksan, Ml 

Kelly Goodman 3 Hearts 

San Francisco, CA 
Anthony Mendez 3 Hearts 

Memphis, TN 

Doug Shepard 3 Hearts 

San Antonia, TX 


SUPER MARIO KART 


Fastest time on the 
Rainbow Rood. 


Peter Kamberis 

1:33 04 

Buffalo, IL 


Adam Johnson 

1*33.47 

Riolta, CA 


Mike Sanfilippa 

1:34.6$ 

Calhngwaad, ON 


Gerard Pisano 

1*35.23 


St-Adalphe-OUaward, PQ 
Adam Leman 1.3S.69 
Monterey, CA 


Awesome shot! n f 

MonearO > * Boforo yoo sto 

Torrance, G\ eater Gee of the 

shelleeges, you must 
stpturo your score oo film. As tnoiy cf you keow, this 
soo he trishy. If yoo oro fekieg o photo of o Super NES 
or NES gome, first move your systom ooor your televi- 
sioo so you soo got o photo of both the systom ood 
sereee ot the some time. Dim the lights io the room o 
little hit, thee toho o four photos without o flesh. Whoe 
yoo oro tehieg o photo of o Gome Boy, piece if oo o flot 
sorfoee ood toho the photo usiog ootorol light (NO 
FIASHI). If you oro usiog o gome eeheesemeet devise 
to get your eotry ssero, quit eheefieg ood try ogoio 
without it. 


Tetris 2 - NES 

Highest Scores* 

Barb Frederick 733,350 
Cedar Rapids, IA 
Barbara Quockenbush 693,790 
Bakersfield, CA 

Mark Snyder 544,900 

Ashby, MA 

Renee Nelson 49S,390 

Lancaster, CA 

Betty Limba 456,330 

Sturgis, SO 

Dwayn Rice 4S4,610 

Big Paal, M0 


DISNEY'S ALADDIN 

Most red gems collected 

Laura Heganbarf 
Redwood Valley, CA 
Oauglas Fullerton 
Milford, Ml 
Jonathan Penn 
Cincinnati, OH 
Roy Langyhare 
Greentawn, PA 
David Hemmer 
Billings, MT 
Nicholas Mazzane 
Cortland, NY 
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tH & 1994 Univer*il City Studios, Inc 

& Amblm Entertainment, Inc 
$ 1994 Malibu Games 


THE GREATEST AOVEIMTLJRE 
BENEATH THE SEA 


The U.E.O. needs you, but before 
you can Join the crew of the 
seaPuest you must prove your¬ 
self in a series of simulated 
missions. Prospective officers 


The oceans of the f utur e have been co Jo- • 
nized by all sorts of people, including 
unscrupulous pirates and profiteers. 
Policing the abyss is a big part of the 
seaQuest’s duty. In the open ocean view, 
you’ll have to blast enemy subs and dodge 
their fire. 21 


Transmissions from U.E.O. HQ are received on 
the simulation’s subscreen. In the Info area, you’ll 
learn about your missioo objectives. The sub¬ 
screen also gives y ou access to the Bay, where you 
keep your fleet of work s ubs and Darwin, as we 11 as 
the Navigation map and the Password screeo. 
— - » i i After you complete a mis- 

| sion, check for new orders. 


v-’aan'*j. TMnntnnTS,*? *o 


£> CVUKCM 


Tilt subscreen lets you eccess infer 
motion end suhmersibles that you'll 
use to carry out missions Reed orders 
cerefully to determine your goel. 





















SEAQUEST DSV 


NAVIGATING 

THE DEPTHS 


Tbc Nav screen opens up a map 
of the ocean floor where you’ll 
be operating. The bronze X 
markers designate mining areas 
where you can take the Crab or 
Truck to pick up valuable min¬ 
erals. Mission sites arc designat¬ 
ed by gray X 

B marker s. 

Go,to tbe 
mission's 

ti m e in 

begin 
hem. Use an 
attack sub, like 
tbe Speeder, firat to assess tbe 
dangers of both mining and mis¬ 
sion sites. 


Use the Crab for sal¬ 
vage operations and 
mining. It can't take 
much abuse, so make 
sure there are no 
pirates naarby. To mine 
the seabed, use the jet 
to blow a wav sediment. 


The Stingar can wriggle 
into narrow spaces .at 
any angle. Thia unique 
sub is powered by a 
machanical tail. It 
shoots small torps and 
haa a thin hull that can't 
take many hita. 


The Grab auto* 

metically picks up Lv 

valuable or dan* jv! • 

K rcue materials t 
c this radio ac V/* Vjj 

tive dump. It is 
small and cat 

maneuvar inside sunken hulls and caves 
whan necessary. Ii alto has at armor piarc 
ing dnll. . 


By hiding and shooting at an 
angle, the Stinger can remain 
eete while attacking pirates. 


The Bair holds five vehicles and Darwin. 
Each unit is auited for apeciefced tasks like 
attacking or mining 


Some reeks cat be Masted, resealing 
areas beyond which you must explore 
The Stinger gets the job done 


Mission sites either 
appear «n the ocean 
floor or are hidden. 
Use the X markers to 
iini them Missions 
take ph.ee in side- 
scrolling views. 


Be sura to explore this wrech thor 
oughly or you might miss the $900 
bonus inside Money is used lo buy 
extra eubs for future miasmas. 


Small, maneuverable enemies like this 
diver will scuttle out of reach of most 
vessels, but the Stinger can match them 
move for move 
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Although the truck is 
heavy andean lay mines, 
it is cumbapsome.it 
isn’t meant to be a 
fighter. Instead, use it in 
place of the Crab if an 
enemy remains in the 


The seaQuests aquatic 
maacot and helper, 
Darwin the dolphin, 
also plays a vital role 
in the simulated 
missions. Darwin can 
operate switches and 


Swift and heavily 
armed, the Speeder ia 
your main attack sub, 
Use it at the beginning 
of missions. Although 
armored, the Speeder 
won’t last long taking 


swim under adverse 
conditions. 


Darwin can activate switch 
as, but his aqtiafcmg has fimr 
ad reserves You must carry 
out his mission quickly 


With forward torps and raar rnmas, the 
Truck packs some punch, but it‘s a sit¬ 
ting duck. 


* Use tha B Button to lira homing missiles 
_ once en enemy eppaars on the screen 


His siza end maneuverability make 
Darwin the ideal choica to awhn 
through narrow areas He never dies 
but his aqualung can be destroyed. 


Move in quickly and fire e homing mia* 
sile, than contmua swooping past tha 
anemy whila firing more missitas 


It's better to stay close to smeller, quicher 
• enemies and taha some domaga than to lat 
bT tham pich you apart from a distance 


Darwin can alsa antar varttcal araas 
end swim down through narrow gaps 
like this one He hes no armor and can't 
take much damage 

. 
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SEAQUEST DSV 


SUPER 
GAME BOY 


AND GAME 
BOY, TOO 


The subscrcen gives you directions 
for piloting the seaQuest The sonar 
loads you to mission sites where you 
drop your vehicle 


different: 
from the 


in J W 1 9 amG " 9101 

scrolling 

views are 

4&B*3»fc*a r used in 

both open 

ocean and mission 


FINDING 

MISSIONS 


Fend off attackers while searching for 
mission sites When you seem to be 
above the target, lower your vehicle 


The most difficult part of this 
Game Boy version of seaQuest is 
finding the mission locations. 
You must use your sonar to close 
in on a mission site. When you 
arc in the right area, drop your 
probe. If you’re lucky you’ll be in 
the right spot, but you may have 
to move about^ and all the while 
you may be under attack. Be pre¬ 
pared for frustration. 


TheCrabProbecanpickupobiects In 
this are«%empty eel skins restore 
power, but live aels cause damage 


The diver can exit the small sub to col¬ 
lect canisters He can fight sharks and 
other enemies either inside or outside 
the vessel 


RanayaiJas have 
bean sinking U.E.C 
cargo thipr, 
containing can|at«i* 
fillad with radio 
octiwa Material 


KtektiiaatUaak 
from tbs nirtvrM 
Ml f this ship 
using theH,» 
Probe's weldin ; 


oooo 


velds will close up the 
ecological disaster to 


If Darwia doasa't have a usable aqualung, 
you caa use the HR Probe to throw switches 
Its small size allows it lato aarrow areas. 


Although the 
Probahesa 
smell, hydro; 
pulse laser, it 
isn’t an effective 
weapon against 
most enemies 



The HR Probe is a highly 
specialized vehicle that 
Has virtual• v r *0 



and only light firepower. 
It- is used for welding 

; 


underwater. It can't pi -- 


upite , *- 
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PI RYES SELECT 

*** * ** 


wimmer: 


Acme Acres is looking to crown q new 
sports superstor with fame, fortune, 
and moybe even o spot on the front of 

Wacky Sports 
Challenge from Konomi. For one- or 
two-ployer fun on the run, choose the 
Gome Boy version, 

Up to four ployers 

con join in on the I 

Super NES version. I 

Either woy, let the 

gomes begin! K "H 


n j^KVr-' S9& 

The Super NES version of Wacky Sports Challenge fea¬ 
tures twelve different events across four different cours¬ 
es. The game starts w ith the Easy Course, in which you 
must complete six events. Thu must earn a minimum 
qualifying score in each event to move on to the next. 

The top athletes will advance to the next courses, con¬ 
cluding with the twelve events of the Super Course. 



Acme limes 


Montana M»x'« worts festival 
opens! grand prize tl Bilik**! 


The word is out all over Acme Acres 
about the festival Who will be 
crowned the winner 7 



Harnton, the Master of Ceremonies, 
will guide you from venue to venue 
and explain each event in detail 




In the Weight Lifting competition 
you must build up your power and 
lift the barbell above your head as 
fast as you can. Of course, this is 
easier said than donel 


Haven't you always wanted to let 
loose and make a mess 7 The first 
event, the Ice Cream Throw, is 
certainly fun, hut it's no cake 
walk* Keep the cones flying on 
target to be the big winner 



Not only oo you have to place your 
Pole perfectly, you'll have to vault 
high enough to collect the Stars in 
the sky The higher you jump, the 
more points you'JI earn 



There are a lot of flying Saucers 
around Acme Acres, but they aren't 
UFOs’ The Saucer Throw is a great 
way to unwind, but if you let go at 
the wrong time, you’ll foul for sure. 
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I The Bungee Jump has lots of 
I ups and downs, hut that's the 
B nature of the beast! Those ath- 
f letes with resilient bodies will 
be able to score some big points 
in this event 


yVATi* 7 an?c 

<£-anAx _ 


No sporting event would be com¬ 
plete without a good old-fash- :> 
loned Log Cutting competition ^ 
Unfortunately, you'll have to rely 
on muscle, es there are no chain sews 
allowed 


Collect the Water Drops until 
your cup is full, then feed the 
water to your ally, Dizzy Devil 


Step up to the plate in the 
Baseball batting cage Hit the 
wall penols to score points 


N 

Feef&AU. 


T?NNiS 


This event is multi-faceted 
First, grab the Balloons as 
they drop Second, you must 
take control of the plane and 
swoop down on Montana 
Max's mansion Time is of the 
essence 1 


You've got the ball, and now 
you have to run with it Dodge 
the defensemen to gain 
yardage 


Whether you re an Agassi or 
an amateur, you'll have your 
chance to shine in center 
court 


* nf 


asr A FEW WACKY SPORTS TIPS 

Now that you’ve checked out the wide world of Wacky Sports, here ire a 
few tips to set you on th^ rond to victory. Many of th a events r equire quick fin 
gers—try a turbo controller for a boost 


If you run but or air during your swim, yt 
will lost all your paints. Collect tha Air 
~«ubhlas •!' no tha wav to stav afloat 


For maxftnam points m u% bmektn Dash 
•vantr build up your pa war until it's rad, than 
hit th* Vakas ammri tha 45 molar m. »rk 


RavuB to nraxamim sptad, than prass and 
hoM the A or B Button to stop and incraasa 
war an«|». Th# 4M t « at 40 *50Jajraa* 
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DONKEY KONG 
^ LAND 


Donkey^nd Diddy strutted their stuff in 
this winter’s mega-hit for the Super NES,' 
and now they're bacfcin a Game Boy: 
adventure that promises to deliver thb'j 
same non-stop actioVt iri an all-new Setting. 


return 


ction 


Th'pse magical minds arRareJiave.gone P 

bananas trying*© top their last effort! Like E 

Donkt y Kong Country, DonkeyTforigL E 
Lapd uses ground-breaking Advanced , ffj 

Xiomjj\iter Modeling fACM-j to deliver tnl- > g 

ly ^niazing 3-D.graphics.and animation, 1 

but thfc similarity ends there. This is not '" v i 
smiply a translation of the Siiper NES title H 

for Game Boy; instead; this is an all-new fi 
adventure that pats die hairy pair against a ^ 

new cast of baddies: The advcnthrc takes place in 
hew surroundings digit range from an old ship to 
ihe city streets, And, amazingly, it’s at |ea§f&s big as 
the Super NES version, with ail kinds of secrets to 
tincover and burkis levels to find. The game is still 
ip development, sosomh of what you see h^re 
might change for the f inal version, but We wanted 
to give Nintendo Power. Readers an;exclusive 
sneak peak at what’s in store for them when 
Donkey Kong Land comes'out this spring. - , , 
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, y . Although Rare begjin d^olopingySonkey Kuflg 
Xaptl while iis programmers were working or* 
Donkey Kong‘Coumfyb and though ifdogs bonow 
advanced techflolog i y > f rorer he Supt^jviESiitlc, this game 
bas a life of <js own, complete witbits own^skqr^ line and its 
owrtdive^e staggs. And, whileHheSuper 
Gapi^lBoy palette hasn’t yet been finished, 


whatwe have seen; looks impressive, 


Wiiry^u be Donkey Kong or 
Diddy Korfg 7 Take your pick. Only 
one of the characters appears on the 
screen at a time, but after you tfnd a DK Bartel 
flu can-cwrtch between Kongs by pressing the 
luloct Button 


DONKEY 
OR DIDDY 


„ - iCS to big 

sssasw - 


OPEN WINDOWS 

Continue points w^re hidden in special barrels in 
Donkey Kong Country, but in Donkey, Kong Land, 
- you'll hav&to find and open par¬ 
ticular windows to uncover 
Continues Exits have a new 
look in this version, too x 


1-UPS 

find the Donkey Kong tox^fts- 
to earn 1-Ups you can 
^--s Collect several Of the 
, tokens at a time ,m 
some of the hidden 
bonus areas—and 
there aretots of them> 
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DONKEY KONG 
LAND 


Although-spm<*.. 
of thotech-^/ v 
s nkjuesypu’ll i«c mthis 
N adventure conk- directly 
from J}ohkc$, Kong 
Coufttry*jMbcr tricks are 
brand neVk Some of the 
surprises will fielp yoicput 
while oiliers Involve new 
Obstacles.-Experiment * 

| with thtrun usual objects 
| you find and charsfctvrs 
| youinyet tosee yvhat their 
purposes are."' , , 


The Tornados ere deadly to 
touch, hut if you jump onto 
them, they'll carry you up and 
down or b3ck and forth You 
determine whic h way to go by 
controlling th«ir directions 4 


enture 


DE VINE PASSAGES 


When you jump from high . W 
places and lend on particular , 
spots in this game*don't , 

expect metal barrels to pop L 
out This time, you’ll see vines j 
ttart lead to hidden stages ; 


The talk around Nintendo is 
that the new Donkey Kong 
Land cartridge will break 
ground in more ways than 
one. Not only will the game 
feature state-of-the-art ren- 
dered graphics, but the car¬ 
tridge itself will break from 
the traditional gray color. It 
will be bright banana yel¬ 
low, a color that is certain to 
make it stand out in the paks. 
We’ll keep you up-to-date as 
f mal plans are made. 


GUIDE THE BARRELS 


• In Donkey Kona Land, you cen flctually-control 
the directions tnat barrels point When,you juct 
on the switches next to the barrels, you ^ 
1 can reset them so that you can 

dot Jin ne whuro you I tend 

when you re fired • rom th*.r ^ 
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v Donkey tlongCoupiJry 

ujtroducedSuptfr KES 

pluyci s to a kingd^iT^fullof- 
kremlmg£ Youll s e^sorhe’of 
themjntfrtegaipc, but a whole 
ncijytorldtof badthcS is in the 
Vop«, too. As w£ve already . 
mentioned, the . * 

game is still *mder * -jk 
c^nst ructioriT-these _ f 
arecharactelsthat «r aji. 

Rare is considering § Dj 
for the fpial version. Y 
Some of them have f 
t>ecn giv.ettidentities 
and roles, but Others qacBSj 
are still nameless- 
and haVe yet to be, 
cast infmished 
P ar ^.'\<' 5 ' 


v ine Konps win 00 in me swim agmn, 

end they're going to meet some new aquat¬ 
ic challenges, too N*mo is & persistent Cjiny 
follower ’ _ 


BOtO® 

new 9 C 


Don'tfile Buroughs! When hs's ongry, 
tofs ept to rip off his hard Jjat and hurlit 

etyou This mod mole 
isJikoly to be a * 
major pain 


-This hard-heeded rfrm obviously 
has a healthy set of horns, but his 
ro!o jn the final-version of the 
game is yet to be determined * 
Chances ere that he's an adept 
climber 


POWER 









mm h n 

Iftg dingerou* 
iddy and $ 


Pucka Jr ifrsmaller and quicker then 
ns senior counterpart. * - 


There's no supb chmg as a lasurely swim m Donkey 
Konq land, es Diddy end Donkey will discover ' 


DONKEY KONG 
LAND 


The same wire-frame “skeletons” used 
to create the animated 3T> images in 
Donkey KpngCountry ^fcre used for 
Donkey KjJ&g I and. U stffg powerf ul 
SiliconGf a^|5pks|vorkst!ttioi)saud 
Power A rut^ttor software from < 

Alias, the ranges are then shad- , 
edandmanipulatedtocre- / . 

ate all kinds of 
movements. The result 
is incredibly life-like 

•f 

animation. 


Land 


an 


a " K 


hadd ie 




V. 


RASHER 

When pigs fly, they make life 
problematic for the Kongs 
These potential pork-roasts fly *, 
back and forth overhead 
throwing objects 


SEE THE GREAT GRAPH¬ 
ICS IN ACTION! LOOK FOR 
OUR COMPLETE REVIEW W 
THE APRIL ISSUE Of 
NINTENDO pA/ER! 
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Fighting iwti can 
belong and 
involving Luckily 
for ypu there is 
password feature 
th at iftows you to 
sav^yoitf 
progress in th 
gjmsl 


SUPER 

GAME 

rfQY 


©E0SET7 


srrcsncsB 


D jSfirtStnko lbdksgogd^' veh you phy 
it Of i yuur Gan<e Boy. 

As aula f morn* or 


But it looks even better whan you plug it 
mto to you; Super NES witfi Super- 
Game Boy 


-ISTEN UP PILOTS 

V'OU ARE ABOUT TO 
3EGIN A CAMPAIGN TO 


As the sun rises on the desert sands, the tow roar of 
war machines rumbles through the air. The American 
Helicopter Command has swung into action and is ready 
to rid the world of General Kilbaba’s nuctear threats. The 
battle line has been drawn in the sand. 


UQ 


RETURN TO THE GULF ™ 


The desert heats 
up with air 
strikes and strat¬ 
egy sessions. 


SS 


You'll need to 
fight the enemy 
forces wherever 
they hide 


Vl-M* 


Ocean and Electronic Arts have teamed up to bring 
Desert Strike to Game Boy. It’s a chaliengiog war 
simulation, with a good supply of action and fun. 
To successfully complete the campaign, you will 
need quick reflexes and stroog strategic thinking. 
There are three differeot scenarios that are brokeo 
up into several different missions. The various 
missions are challenging, but when you complete 
the campaign, you’ll wish the game was longer. The 
graphics are well defined and take advantage of the 
Super Game Boy. Players may have difficulty with 
the control, even with the two differeot piloting 
coof iguratioos to choose from. Many of the ene¬ 
mies io the game can quickly become frustrating 
for begiooing players. Destroying some of targets 
requires you to carefully maneuver your heli¬ 
copter in hostile fire, then bit them with a too of 
missiles. 
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DESERT STRIKE 


It Carlo^-Valcta* is the best 
co-pilot but he's missing in 
fiction If you find him, you'll 


Lt Dave Arnck is good with I it Thomas is the best man for It Keith Michaels is thejjflst It Kns Tinmane is strong all 
both weapons and winch, but the winch Use him when you, marksman of all the co-pdpte. around Sh« also keeps her 
hv r, $ prbne to rages. * don't require much shooting * He can hit anything I ' tC, cool m battle^ uWoodc 


Before each scenario, your commander will 
hold a briefing. He will furi down the mission’s 
•fJarametersahd suggest.the order in which you. 
should destroy the targets. Some of the mission’s 
objectives require careful planning, so listen 
carefully. If you’ve been through the briefing 
before .and you’re tired of hearing your^biti' 
mander yap, hit the Start Button to head straight 
into battle! .« 


Your first mission will test your skills 
as a combat ipihst, but at the same 
time, its targets are easy enough that 


beginning pilots will survive the bat¬ 
tle. This is a great opportunity for 
you to practice. 




Alter destroying the target go to your'status 
screen end checkyoucfuel, armor and 
weapons (avals 


Ry around the target area end hit ell of the enemy defense units 
then work on the mam target with your missiles. 


Examine the map, locate your current tar 
gtt and move your aircraft injo-position 


Each MIA that you locate and rescue will put 
ISO armor points back on your chopper; 
Yout&n only carry six passenger*aboard 
theairfcraft at anytime. You’lihave to find a 
landing pomt and empty your craft before 
youcan pics Up^npre MIAs. You wijl receive 
your armor poiritbluius after they arrive at 
the landing. It is a good a few, 

MIAs on the ground, then pick them up 
when your armormttslbw. j . 


Return IdfhiMap Screen and locate your 
next objective, then rape at the process. 
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By destroying rife enc 
my power staddnt<yn\l 
can cripple his defenses 
The power plant S^otat 
ed in. the norther A ar<# 
of the map, so yatfyyty 
need to, travel diwar 
infa&m'find it. Do&i 
rescue thyMJA hers 
amtilhft** vou clear oui 


i« h<>i 

Vam* 


You can dcstroy'the toilers forextra Don't pi 
pointed ttyUfsTiot necessary cleared 


ve AfteryoiAtfiEleailedtbe area ofall the i 
cujs enemies, firejmissiles attfutfstation 


If you succeed in dcstroyidgThc jur<c 
^ fields early in the mission, yon will 
g^ihaic superiority for the rest of the 
war. Inordcr torampletely cripple the 
HeneihyVaii' force you’ll need'.to hit 
everytargft at both atrf fcldM&e ybtir 


f QmSsiles to hit die defenses, then finish 
Off the buildings and plaOes with, your 


f Tho re are twp air 

v ■ — - . ■ / fields m-tha first 

In order to clear the airfield, you most raze 4 'mission Be ^ufej 
^ everything Try to take outtfie arjt-aircraft bat- ^ kL * ooth ottfiem 
i tenes first / otrt* ■* 


BehbehOiV 


The secret ag^ whohas 
been feeding cPiiciaf 
information bhefe^ 
your comrrtattdtri bus 
been taken hostage. The 
only way to find him is to 
capture an enenw.Com- 
mander. Attack either of 
the command posts and 
grab the leader- , 


r >_ - - . ... y t 

. Hkttu deadly Rapier missile batter- After destroying die main command post capture 
1 ieswith ttifei Hydra missiles the commander to learn the agents location 


There ere two commah 
the northeast comer of 


the commander to leam the agents location 


httJRA> 


Destroy the building to reveal the bunker 
underneath Mission One is complete! 


ifter yop capture the enemy confin'tonder, the secret 


aymoniyah 
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*1 DESERT STRIKE 


Lt Carlos Valdez is still missing^an/i it’s your job to Fnd him, Grab all of the - 
MlAsyoy c;m fi ndaff^rujftt&jm back to safety. If you succeed, Ll Valdez Gb 
tf-w. t-r C -KA i^yourtcant * o _ u" - _ ~ / 

Mi* V- ^ ' RnieStOO }} *' 


Wt»tn you return to the Innate, you II get axtra 
poihts for the MIAs'You'll also have the help of 
Lt. VpIdcztfycu'vB found him 


G rab the Ml A with the winch 
and get hut of the area fis - 


v Whan you find an MIA, mako sure 
, - 'you take out the enemy soldiers 


grab diem if you can 


< 3 tccptjoiy of MIAs and a few targets in 
tne thir d mission. It as a good idea to 
save the supplies that,you find and pick 
them up whenryou pfced thc®or V 


There are many other targets thatyqu 
can destroy throughout this campaign, 
and you’ll find that many of them 
Ijouse bonus supplyamits! Everything is 
fair game in this. Campaign, with the 


L'jrm 


When you run low on ammunition, 
Jook for the crates of ammo that are 
located throughoutjhe battle area 
'Fuel is also available around the 
rnajr s , 


Shoot the building a few times 

and look for thepn 2 e inside ,J<|\ 


Be careful not to shoot the fuel In later stages of the game 
drums If you do. Voull lose ttie some of the supplies won't 
fuel forever! ' f^r^ appear on your map 

10701 


WKLL no XIS 


would imuool 

iicom? t orm^ioo 


This is just your first mission. Ybuit still need 10 

I rescue the prisoners of war and stop General 

rr'lt. .1 i f* _ n. _ _ .__■.____ 


Kilbaba once and for all. The enemies are much 
tougher in the next stages, so don’t be afraid to 
attack aggressively with missiles. It is much easi¬ 
er to refill vour ammunition than to rebuild 


Tfie rescued agent reveals the YOUT helicopter 
location of die POW camp. 


Things get dangerous for unwary pilots. If you 
don't fly carefully, yoo might end up an MIA 


There will be plenty of MIAs to rescue in the next mission. 
Each of the jails holds nearly a full load of people to rescue 


Luckily, your allies have placed 
landing zones conveniently 
throughottthe erea. 


in foe later stages, foe enemies become 
tougher Don't be afraid to use yoor mis* 
siles-yeu can olways reloadl 


Jobol «*, J 
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PL A YER S POLL 


Please answer the following questions on the postcard provided below then enter our Players Poll Contest by sending it in 1 

A. Please indicate, In order of preference, your five favorite Super NES games. 

B. Please Indicate, in order of preference, your five favorite Game Boy games. 

C Which three games on the Games List are you most interested tn playing? 


D. How old are you? 

1. Under 6 3.12-14 5.18-24 

2. 6-11 4.15-17 6. 25 or older 

E. Sex 

I. Male 2. Female 

Which of the following systems do you own? 
(Circle all that apply) 

F. Super NES I. Yes 

G. NES l. Yes 

H. Game Boy I.Yes 

I. Sega Genesis I. Yes 

J. Sega Came Gear I. Yes 

K. Sega 32X I.Yes 


L. Have you ever ordered something out of the 
Power Supplies Catalog? 

I.Yes 2. No 

M. Do you collect your Super Power 
Stamps? 

I.Yes 2. No 

N. What type of Power Supplies are you most 
interested in getting? 

1. Cool clothes (T-shirts, hats, etc.) with characters like 
Donkey Kong on them. 

2. Cool clothes with logjs and slogans like Play It Loud on them 

3. Collectibles like trading cards and pogs. 

4. Utility Items, like game holders and carrying cases. 

5. Player’s Guides and other printed materials. 


2. No 
2. No 
2. No 
2. No 
2. No 
2. No 


Trivia Question. In Super Punch-Out!!, who Is the Champion of the World Circuit? 

Answers to the Mayer's Nil - Volume 6? 


Name. 


Tel. 


Address. 


City. 


State/Prov. 


Zip/PostaL 


Member Number. 


Age 


A. Indicate numbers from 1-146 (from the list on the back of the card) 

B. Indicate numbers 147-181 (from the list on the back of the card) 

C. Indicate numbers 1-181 (from the list on the back of the card) 


l._ 

l._ 

i._ 


2 .. 

2 . 


2 . 


3._ 

3. 


4 

4. 


.5.. 

5. 


D. E. 

12 3 4 5 6 12 


F. G. H. 

12 12 12 


I. 

I 2 


|. K. L 

12 12 12 


M. 

I 2 


N. 

1 2 3 4 5 
Trivia Answer^ 


-- 


. -Pi'y'f-i Rtf 


Y. ■ yv 


Y£u.v - 


« . GET POWEB TO BURN WITH 
SACK ISSUES AHD TIP BOOKS! 


Did you know that you can get 
back issues of Nintendo Power? 
Or special Tip Books designed to 
make you a Power Animal? Well, 
you can! Just fill out the other 
side of this card. 


So what are you waiting for? 
Fill it out. Detach it. Mail it. 
Here's the address: 

Nintendo Power Magazine, 
P.O. Box 97032 
Redmond, WA 98073-9732 


































Super NES 

l Family Value* 

£ The Ad van l aria of Batman & Botin 
3. Aarn fighter 
4 Aoratbt Acrobat 2 
8 AJ Wiser afi#*dtoth#T*p 
8 Anunarvacs 

7 Ardybjhtlant 
6 Blitz 

8 B«s»A’e3ia:kBitt»wUhHffl-J(pwktr 

K) fiaitlBTtrfo 
It filBW. \ Svtt-Hoctf 

0. Biker Mct» From Man 
Q. BUckthoma 
M Bxarde* 

16 BrorvJah 
WBrwkThm 

17 Breath of Fir* 

HLBiaitRullHockty‘96 

18 Brutal PiwtatFury 

20 Beet AMav* 

21 Captain Commit 

2£CtflliZitnn 

23 Csiranancha 

24 C2 JoiigmontClay 
2 S. Dam n a Cr«*t 

25 Danay'iAladdh 

27 &Mav«Juntf«Bftafc 
21 DwItayKangCaumy 
29 OroflcnVlaw 
39 Eorthiromd 




31 En tliwcxm Jrni 

tL ESPN Natwwl H'jckay Ntyit 

33 ESPN Sunday^ NFL 

34 F-ZtrtJ 

36 WAlntamationilSocw 
38 final Fantasy II 

37 Final Fant*cy U1 - 

36l Fin Team R<*jue 

38 Frank trial aif] 

4fl. Tha Grant Cfcrcua Myatory Stormy 
M-ckty & Mme 
4Ukgh Octant 
42. Hnmtlm(rMVOnwl 

43 ThalgnUNwFadar 

44 IHuttonolBaJi 

45. %itlanaJ«ian GfMtMtAdVMiorM 

46. Jttnrrtti 

47 Juggernaut! 

48 Jurosnc Part 
48 JurusicHvk* 

M KenGrllfBYJ* PrawnuMLB 
51M Kto wr> n Crazy Ctoae 
5Z Kirby a Drum Car* 
ttKraghliaf Juatlci 
MThaLasantfolZaida; 

A Link to lhaPMt 
«. Lemmings 2 
96 Tho Lion King 
17 Loanay Tint* Bwkalbsll 
StMwdan NFL 95 
58 Mane Andrltt; Racing 
10 Man- Pwnt 


« I 


8t MagaManX 

eZMagaMtnX^ 

83 MatafMnrsO 

84 Metal Warrior* 

85. M*haal Andratti'i Indy Car Chilians* 
U Wchtnl Jtrdan: 

ChaoanthaWkidyCrty 
57 Mk*ay Mania 

91 Waht & Magic QL bfet nl Tarra 
M ThaMtghtyMwahmPawarBangw* 
38 Mortal KomUt 

71 NBA Jim 

72 NBA Jam Tourrmmarf Edition 

73 NBA Live 95 

74. NCAA Bask atboil 

75 NCAA fin* Four Bttkatbell 

75. NCAA Football 

77 Newman Haas indy Car Racing 
Featuring Nigel Mowil 
78.NFLQuariaiback Club 
78. NHL Hockey 04 

eaWL 95 
51 NHLStonlayCup 
l£ Nickelodeon Guta 
13. Opinion Starfiift 
M, Fee h Tima 
«8.Pac Mm2 
BG.TTwPagem8tt#r 
87 Platws 

0. Pitl elt TTia Miyan Advaniur* 

W.pTwar|nithct 

80 Pra Tick** 


St HuiitthoPhgwux 
IZfllBtaf thaHebati 
33 Bohotxek 
94 SatnuratSvxtawn 
W.seeQu*sl DSV 
18. Secret ol Mona 
57 Stngnku 
WLTTvi Shades 
96. Stag Fu . 

NO SimCity 

1GI SneapyhPewuts Concert 

NZSpwkvtn 

N3.SpeadyGonz«lt» 

W4 Sp*tor-Man& Venom h 
Maximum Carnage 
NS. Star fw 
Hi. Star Fox 2 
M? Stargate 

m Stai Ti ek. Deep Space Nrw 
TO Star Ttbk. Star Real Academy 
Itt. Staring Sharpe End 2 End 
1TL Streat Hockey '95 
H2. Street RghterDITiirto 
113. Stunt Barn FX 
tt4 Street B*« 

H5. $u*«*r Adventure Wend D 
1*. Super &<«ui Leaded J 
Licence te SI anl 
TT7 Soper Bom b*f man 2 
IfcSupeHonk 
IS. Super Mario All Star* 


t2D. Super Mario Kail 
121 Super Marx*' World 
122. Super Matrox* 

123 SuparPuncb-QutS 

124 SuperBifcmsl thaJwfl 

125 Super Straat fight*# 0 

128 Twzan 

127 Tewno Super ftawl 
m.Titn»&Dr Mara 

129 Tatrla2 

130 Time Cop 

131 TnSter 

13Z TnyTiMa Wocky Sport* 

133 TNNPaasTournamant 

134 Top Gear 2 

135. Ton Gwr 3000 

136. Ultlmam Tha Wad Gate 

B7 Ikicharltd Water*"Naw Hornoaaa 
12 $. Un racer* 
m Vertex 
MO Wane a Wood* 

141 WCW Sopor Brawl 
t41 Wild Snake 
t4S. Wolverine 
144 WWFFdw 

M5 X-Meti: Mat ant Apocalypse 
MS 2ero; Tho Kamikaze Sgunal 
Gimfe Boy 

M7 Al«n Gamas 
MlBaboy aWarid 
MZ Break Thru 


150 CaamoFurpak 

1SL Contra; Tha Alien Were 

1S2. Da I ly Duct Tho Mar w Mrtamna 

753 Dinert Sir.’ka 

184 &*>tyt»hingJc6(Mik 

155. Donkey Korig 

4§6 D: nkeyKpngiand 

157 Dr Mara 

151RFA kitamational Soc-or 

MlJuroaWPark 

t00 Krby a Dream Land 

WUOrby'sftiiballLvd 

K2.MaddMi 95 

M3 Ma|a Mar V 

M4. Matt wdlL Bitum ol Somua 

MS MnnaiKombatD 

N8 NBAJan 

187 SamuniSh'Xlown 

MUSenQuwt OSV 

MS Spaci invadira 

170 Star Irak. Ganofidon* 

171 Supat Mara Land 

T7Z Super Mano Land 2-5 Go’ian Coin* 

173 Tatrii 

174 Tatr.e2 

175 Tha MtghtyMarphinPawaf Bangor* 
T7B, The Legend of Zalds 

Lnk a Awakenmg 
177 Tiny Tonne Wacky Spnrti 
T7I Work)bloat 

179 Wonr Lend Supet Mano Land3 



Nintendo Power 

P.O. BOX 97062 
Redmond, WA 98073-9762 
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BACK ISSUE i Tit BOOK 
QKDERFORM 


If you missed these classic Nintendo Power issues, don't miss out 
now! Prices listed include the cover pnee plus the cost of shipping and 
handling. 


Nafoo 


Addresi 





Stare/Prov 


Zip/Poitd 


Phoor 


Membership No. 

Please check method of payment: 


O Check or M-nvy Order 

0 MasterCard O Vrtt 

(Payable to Nintendo) 


CwFt Card Numhitr 

Expi ration Dete 

. ( ) 

CviihoWer's Sferatur* 

Tekpbone Nc 


Horn 

#78210 

#26220 

#28221 

#28222 

#27*1? 

#27*44 

#27*41 

43J«!W 

#77851 

#27«-*2 

#27653 

#27854 

#27655 

#27656 

#2765? 

#27651 

#27650 

#20tW 

#74441 

#70041 

#77127 

#2*404 


Quantity tUrnft 
tat aachWaua) 


taa 

V«4um* 4? fSvt> t **3) 
Vc4omo53IOcl 53| 
Vc4oma 54 Tfcv 531 
Vc4umo 55 IDac. *3| 
Volumo 51 IJaa-341 
Vofomo 57 |F«rb S4| 
VOIUFTW5I IWir '341 
Volume 591 Aii* “aal 
Votumoea|Mjiy34) 
VuiixTH ei I Jim Ml 
Vrtirai 821 July "Ml 
VoJixth *3 lAuc-141 
ViJumt 64 IS«pl 641 
Votu>nt85fOcl 641 
Vrtumt6#Wov 64| 
Votumt 87(0*c Ml 
V'4uaw 64 (J«i 1751 
Sal (Vi-t Hl| 

Sul tVH I3-WI 
Set IV i 20- 7*1 
$«■ FVot 70 39 

Sal (V: 4 32 37| 


Trial 

Aflvuii 


Fkic kuMP4 salami on let araiotfuiU VMUranvfrrbita^Qjam iiM 

Stiatagy QutdM 

#TOi7 - Sj-vwrMwV Sro*. 3 IVrJ t3| 

#200*3 - Nnia'3aWwi2|VcH.«) 

#2t121 - RnatFamaiylVol I7| 

#2tT7S - 4-#tavw Extra IVnt W 


#OT7t 

#44» 


#22403 

#22464 

#23247 

#2433* 

#25013 

#259W 

#27»l» 

#27446 

#2I4C2 

#27(49 

#2r»22 

#30142 

#30143 

#276*2 

#276*3 


Tk. 

Tin >1 r*i« pWTbc He* 

>f or |> Wk ■( 3 <v«< Mar* Omu 

Play*##' ikiWM 

NES Gama Altai 
GamaSoy 
Ma»^ Maria 
Supines 

2o'4a A Link to tha ?nt 
Ta> S«ct«i pMiw<rf3<7<* 
Mon- r«in| 

Slrooi Foliar 2Turb* 

Sup*< Mor>- All Star■ 

Zotda LmJc a Awakening 
Suptf Mai load 
Fin* Family* 

Donkay K ong Courory 

(raablfl Mavali 
TTa Lapand al ZaMi Omc AwK 
SufMr Mav AXnn i tm C-n: SWA 


S 4 K 
M 58 
*4 50 
*4 5a 


*4.t5 

*4*0 


III 00 
*1100 
*ie on 

•M.DO 

Him 
St-oo 
SttOO 
• «0O 
SWJfl 
*□00 
*13 00 
SHOO 
sum 

SliUO 

S12O0 


*28.00 

S 35 JC 

CIM 

O0« 

Ct« 


bfJC 

•800 

MOO 

MOO 


MM 

MM 


m m 

*25.80 
*25.60 
*2550 
*2550 
*2550 
*1750 
*2550 
*2f-W 
ST7-50 
*1750 
*25 M 
*1710 

*17*0 

now 


s 

s 

* 

* 


s 

s. 


* 

* 

s 

* 

s 

s. 

t 

s. 
s 

t. 

s 

* 

* 

s 
s, 
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I - *V<I *aak« For teivwy rnrJoaa cp* atang w>lh ytM Hyman| m m«fcl cmd ailormalHi m ■ aian«M onv Z 

loH^mBlthontoitaaaadraatUnlanaiPaww Uao&anf Ffl.M*i?032 IMmaxi WA50Q73 9732 I 


CardhiiliJer’s Name 

















































































































Nintendo ot America Inc (NOA) without turtiior compensation. Prizes 
limited to one per household 

Chances of winning are determined by thetotal number of entries 
received The ratio of prizes to entry cards distributed is 561000,000 
NOA reserves the right to substitute e cash award of $5 000 in tho ©vent 
that the s^Quesf DSlfproductionschedule does not coincide with the 
period of the contest fulfilment All prizes will be awarded To receive a 
list of winners, which will be available after March 31,1995 send your 
request to the address above 

GRAND PRIZE NOA will provide air travel and accommodations forth© 
winner and one guest If undcrlS, the winner must be accompanied by a 
parent or guerdiea The wimer must also provide a written release to 
NOA Estimated totel value of all prizes is $6,000 Exact date ot the trip le 
sublet to determination by NOA. Some restrictions apply Valid only :n 
the US and Canada. Void where prohibited by law Not open to employ¬ 
ees of NOA its affiliates agencies or immediate families This contest is 
subject to all federal, state and local laws and regulations 


Toenter, eithertill out the Player b Poll response card or print your narrv 
address, telephone number, Vol 69 and the answer to the trivia quest ion 
on a plain 31/2' x 5" card Mail your entry to this address 


NINTENDO POWER 
PLAYER’S POLL VOL. 69 
P.0. BOX 97062 
REOMONO, WA 9BQ73-9762 


One entry per person please Alt entries must be postmarked no later than 
March 1,1995 We are not responsible for lost o r misdirected mail 
On or about March 15,1995, winners will be randomly drawn from among 
all eligible entries By accepting their prizes, winners consent to tho use of 
their names, photographs or other likenesses for the purpose of adver¬ 
tisements or promotions on behalf of 'Nintendo Power" magazine or 


Sets delude a sesQuest DSV, Darwin, a Stinger and a Deep Ocean Transport 


SO WINNERS 






























1 

DONKEY KONG COUNTRY 

1 

intuiwi 

\ mm 

2 

FINAL FANTASY III 

3 

r 2 

3 

MORTAL KOMBAT II 

2 

5 

4 

DISNEY'S ALADDIN 

13 

13 

5 

THE LEGEND OF ZELDA: A LINK TO THE PAST 

5 

37 

6 

SUPER METROID 

4 

10 

7 

EARTHWORM JIM 

__ 

9 

4 

8 

SUPER PUNCH-OUT!! 

7 

3 

9 

STARFOX II 

NEW 

1- - 

1 

10 

MEGA MAN X 

f —- - 

19 

14 

11 

NHL HOCKEY '95 

NEW 

1 

12 

AEROBIZ SUPERSONIC 

NEW 

1 

13 

STARFOX 

NOT RANKED 

19 

14 

■■ 

NBA JAM 

12 

12 

15 

THE LION KING 

16 

3 

16 

MIGHTY MORPHIN POWER RANGERS 

— 

6 

4 

17 

i 

NBA LIVE '95 

17 

3 

18 

MADDEN NFL '95 

NEW 

1 

19 

1 4 

ILLUSION OF GAIA 

11 

3 

20 

NBA JAM TOURNAMENT EDITION 

NEW 

1 

100 NINTENDO SOWER 







































































; GAME BOY TOP 10 

mBjjf -tots*/ 

. *GAht J 



i 

DONKEY KONG 

2 

9 

2 

WARIO LAND KS 3 MARI ° 

4 

8 

3 

or fflSf’UNK'S AWAKENING 

1 

22 

4 

1 

METROID II RETURN OF SAMUS 

6 

38 

5 

DONKEY KONG LAND 

NEW 

1 

6 

SUPER MARIO LAND 2-coSs* 1 

7 

29 

7 

SUPER MARIO LAND 

10 

38 

8 

KIRBY'S DREAM LAND 

9 

27 

9 

"T 

MORTAL KOMBAT II 

3 

3 

10 

TETRIS 

8 

1 

29 


TOP 10 SPORTS GAMES 


Vbt_» (Sflfrt iVSlfr. W C^TE 


— 

SUPER PUNCH-OUT« 

SUPER NES 

OCT '94 

2 

NHL HOCKEY '95 

SUPER NES 

NOV '94 

3 

NBA JAM 

.. | 

SUPER NES 

- ! 

MAR '94 

4 

NBA LIVE '95 

SUPER NES 

] 

OCT '94 

5 

MADDEN NFL '95 

SUPER NES 

NOV '94 

6 

KIRA | a Ad TOURNAMENT 

NBA JAM =dition 

i 

SUPER NES 

FEB '95 

7 

-NTfiRNATIONAl SOCCER 

»■■■■■■■■-1 

SUPER NES 

MAY '94 

8 

KEN GRIFFEY JR Su" 0 

SUPER NES 

MAR '94 

9 

TECMO SUPER BOWL II gggfa 

SUPER NES 

c* 

Z 

< 

10 

ma&ql WORLD CHAMP RACING 
--- 

SUPER NES 

-- i 

AUG '93 


0 


a * o 


w*»*i tnt 9**w* met 
wants to play? This months Most 
Wanted comes from the pros at 
Nintendo, hut next month we’ll see 
what the play* * want to play! 



7 . 


8 . 


9. 


10 . 


KEY KONG COUNTRY 

(SUPER NES) 

KILLER INSTINCT 
(NU 64) 

STARFOX II 
(SUPER NES) 

COMANCHE 
(SUPER NES) 

DONKEY KONG LAND 
(SUPER GAME BOY) 

DOOM 
(NU 64) 

NBA JAM TOURNAMENT EDITION 
(SUPER NES) 

SECRET OF EVERMORE 
(SUPER NES) 

FX FIGHTER 
(SUPER NES) 

KIRBY'S DREAM LAND 2 
(SUPER GAME BOY) 




H ALL OF FAME 


Which titles deserve a little extra recognition for a game well played? 
We think you’ll agree that this month’s titles qualify as classics. 

ts* * 




GAME NAME '> 

MONTHS ON 
THE CHARTS 

sy ^ v^ ,J - " - . 

MEGA MAN 

36 MONTHS 

* - 

SUPER MARIO WORLD 

# 

V 

21 MONTHS 

STREET FIGHTER II 

* 1 < 

1 9 MONTHS 

Y * ' 

> U * *, 

% 

ft 


^ W 


HONORS 

— s - 


r > 


The little blue worrier has starred In nix 
different HIS games over the years r nel 
to mention Me Como Boy'find SvptT HK 
fp \&%? This Is iha geme^haf started Ilia 

eternal wo? wlfh Dr, Wily*. 

^ ■ 

0 

When MorlO mud* Ibp Jump ta 16 biff 
Yoshi «mfie along Wlthblm, Remomber 
how Insrodible this tgomofoomod when 

ypu firs? played It? ' 

Cqptom thrilled fighting game fans 
everywhere by bringing the hat amide 
doicstt ta the Soper HESk If has been s 
Often Imitated but never duplicated* 
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ACME ANIMATION 
FACTORY 






Company.Sunsoft 

Release Date....... 1/95 

Memory Size*.*....8 Megabits 

Direct uour oiun Warner Bros. Looneu 
Tunes characters cartoon...well, sort of. 

ACME Animation Factory has all the basics for a great 
creative tool, except the memory needed to give bud- 
ding artists real variety. Ten of the most famous Looney 
Tunes characters are included; Taz, Daffy, Bugs, Wile E. 
Coyote, Twccty, Roadrunner, Pepe Lepew, Marvin the 
Martian and Elmer Fudd. Each character comes with 

one multi-frame 





1 o n 


animat 
sequence, and that's the 
problem. With only one 
sequence, you can cre¬ 
ate only one scene per 
character. The charac- 

. . ...__ „ ters themselves exist as 

line art, ready for the animator to fill with color. The free¬ 
hand drawing tools are limited, as well, allowing for the 
creation of backgrounds. In all fairness, you could use 
the freehand tools to create frames of animation, but it 
would be difficult A music tool is also included. The 
only feature that recommends this creativity Pak over 
Mario Paint is the Looney Tunes characters. In all other 
areas, Mario Paint gives creators more tools and options. 

Q Good Looney Tunes character animation, although limited 

O Controls aren t es easy or as obvious as they should be Limited 
character art Limited tools You really need a Super I\IES Mouse 
for precision control (and if you have the Mouse, you also have 
Mario Paint) 
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Company.............Hot- B 

Release Date ...... 12/94 

Memory Size....... 16 Megabits 

From amateur bass events to the 
championship circuit, Bassin s Black 
Bass angles for mo rid class bass. 

Hot-B is the acknowledged champion of video fishing 
games, and this latest bass Ms serves up the best angling 
ever. Besides sporting the most realistic graphics for a 

fishing game, the controls 
are simple to grasp while 
closely mimicking the real 
experience of fishing. To 
see how Bassin's stacks up 
to the rest of the day's catch 
of fishing games, turn to 
this month's Sports Scene. 



Q 

© 


Good interface Realistic graphics and sound Captivating (It may 
sound odd, but you don't have to be a fishing fan to have a great 
time with this gemo.) 


Very slow (You've got to be patient to play this or any fishing 
game.) Limited casting power and no weights to extend your cast 
Few varieties of fish-andonly the basscountm the tournament. 


BRETJ HUU HOCKEY 95 



mi 



(Simultaneous play) 


Company..Accolade 

Release Date....... 1/95 

Memory Size....... 16 Megabits 


Brett’s back and better. It’s like broad¬ 
cast hockey, but you’re in control. 


To T h 






































The new 3-D perspective adds greatly to the realism of 
this year's Brett Hull, and the voice-over announcing 

of A1 Michaels may be the 
best in video sports. The 
flow and action of this 
hockey sim feel realistic, 
too. For all the stats, see 
the review in this month's 
Sports Scene. 


NHLPA license and real players Improved play control and graphics 
Excellent play-by- play ennouncmg Coaching option allows 
emphasis to be switched, but there are no play strategies 

Hard to see puck at mid and long distances Auto goalie can be 
slow to react to obvious scoring threats Team Alcould be better 


Company .............Interplay 

Release Date....... 1/95 

(Simultaneous Play) Memory Size.24 Megabits 

Interplay didn't break the mold mith 
Clay Fighter, they just twisted it. 

Mean Mr. Frosty is back and bad along with a host of 
new characters in the third Clay Fighter game. New 
characters in this version 
include Nana the rasta 
banana, Octo the well- 
armed octopus, GooGoo 
the brutal baby, Hoppy 
the hyped up rabbit, and 
Kangoo the boxing kan¬ 
garoo. If the 

thing, Uien U4 lives up to its predecessors, t ;iay f ignter 
and Clay Fighter Tournament. If the characters are 
the thing, this one leaves out some of the best. C2 is 
covered tins month m a Take 2 review. 

Music and voices are exceptional Greatly unproved backgrounds 
Tmr and character graphics Good play control. The eight player tour¬ 
nament is a good party option 

O Most changes seem cosmetic The newcharacters, although they 
have newmoves, don't add appreciably to the game We definitely 
miss Blue Suede Goo and Helga 


Company T*HQ 

Release Date .......2/95 

Memory Size.......2 Megabits 

The desert is just as hot and brutal in 
this Super Game Boy uersion of the hit 
military-chopper action game as it mas 
on the Super NES. 

The game that brought the Gulf War home to Super 
NES players has now come out for Super Game Boy. 
Graphically, the same 3-D overhead view as in the 


Super NES version has been used and with remark¬ 
able success. There arc fewer missions in this smaller 

Pak — only three — but 
W those that have been 

IB included art neatly iden- 

■ * tied to the original inis- 

JjM . sions. For the full scoop 

* >, IHHI. on this game, turn to this 

■ _ month's review. 


Q Good Super Game Boy graphics. 

© Hit detection is not good Your missiles have less range than enemy 
missiles Demage indication is poor Some vital nformation is shown 
only on a subscroen, forcing you to stop and check it often 


V® Company .............Sony Imagesoft 

/ I 1 Release Pate.1/95 

Memory Size....... 16 Megabits 

The NHL may not be playing hockey this 

3 ear, but you can hit the ice mith ESPN 
ockey Night. 

Sony Imagcsoft's sports lineup continues with this 
hockey simulation featuring both battery backed-up 

memory and a multi¬ 
player option for those 
who have a multi-player 
adapter. You have two 
views and the NHL 
license. Take a longer 
look in this month's 
Sports Scene. 

f \ Nice graphics and sound NHL license Battery backed-up memory 
flr Good options 

© Very difficult to tell which player you control Not 
easy to pic k- up and play Poor vertical view 


Release 
Memory 


Megabits 


(Simultaneous play) 

By land or sea, Full Throttle Racing has it 
couered mith motorcycles and jet skis. 

The second title from Gametek/Cybersoft to com¬ 
bine motorcycle and jet ski racing improves dramati¬ 
cally. The perspectives in 
this game are from the 
rear and use the Nigel 
Mansell's World 

Championship Racing 
engine, although it isn't 
nearly as refined in this 
game and has more of an 
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incarnation. 



Lots of variety Good speed Nitro and Power-Ups along the course 
Upgrade machine with winnings 

Obstacle drivers who don’t countin the position rankings Wida hit 
detection results in hitting objects when you shouldn t Not much 
driving strategy 


Company .............Nintendo 

w Release Date.......2/95 

(Simultaneous Play) Memory Size.8 Megabits 

Hit him, launch him, drop him in a hole- 
Kirby keeps coming back for more in 
this golf-like action minner. 

It isn't exactly golf, pool, or pinball, but it's a little bit of 
all those things and more. Kirby's Dream Course 
"■■ n a r y ♦ ♦ m requires aiming skill to 

" ‘g ? ^ ^unch Kirby near the 

X-jAX I j R j hole, but there are cne- 
X X i u X X g 'nits on tliese courses t hat 

'X-X X-S-X P ut a new twist on the 

action. Check out the 

leader hoard in this 

month's review. 

9 Unique game play Good three-quarter perspective Challenging 
9 Annoying music Making short shots can be tough ___ 


Company...... 

Release Date 
Memory Size 


Atlus 

1/95 

12 Megabits 


Company. 

Release Date 
Memory Size 


12 Megabits 

Mega Man H is pouiered up with a neiu 
chip while his enemies just haue a 
chip on their shoulders. 

Capcom souped up the latest outing for Mega Man X by 
adding a special DSP chip in the Game Pak. The internal 
chip is used for super fast math calculations that were 
used to create special 3-D 

lht enhanced 
giapliu s .tie luu. and s>> is 

whic h ftaiurt s 


(Simultaneous Play} Memory Size.8 Megabits 

Kirby battles his may toward the 
Dream Fountain in this competitiue 

a two-field competition with various lx ,ss t liai.u ters. 
Although the game seems ridiculously simple at first 
glance, the difficulty of creating multiple avalanches of 
blobs is very high. The Japanese version of this game, 
Super Puyo Puyo, was a big hit. Puzzle fans should turn 
to this month’s review to learn more about Kirby's latest 


tne game, 

all-new enemies and 
weapons. 


9 Excellent play control. Fun and challenging 

© The format is basically tbe same as every other 
Mega Man game 


Company. 

Release Date 
Memory Size 


Acclaim 

12/94 

16 Megabits 


(Simultaneous Play) 


KIRBYS BRERM COURSE 


MEGR MRN 8 2 


KIRBYS RURLHNCHF 


NEUIMBN HflflS INDV CRft 
RRCING WIfl NIGFl MfiNSHl 


arcade feel than that of a simulation. You can race in 
both sports or in just one of them, and you can com¬ 
pete for an entire season in locations around the U.S. 
Sports Scene covers the double circuit this month. 


9 Ver^challengmg, but easy to learn and play You can adjust the dit- 

9 Not much variety in type of play or graphics 
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Burn rubber on the Indu Car circuit 
tuith champion driuer, Nigel Mansell. 

Nigel Mansell's second licensed Super NES racer adds 
a two-player option, lots of customizing controls, and 
exceptionally smooth steering. There arc several play 
modes, including full sea- 
son, racing and practice. 
i low does this racer com- 
pare to the rest of the v,|| 
field? It may not be as 

challenging as Michael ... 

Andretti's (Challenge, hut ja^ 

thc racing seems more 

rcahstic. It's definitely a top contender. Turn to this 
month's Sports Scene for a more in-depth look. 

Vary good play control Good graphics and sound Good opponent 
St# Al You’re never out of the race 

O Practice mode doesn't include multiple tracks Although you can 
customize play controls, you can't modify your car 


high for this game, but 
that's not the whole story. 
Check out the review for 
more details. 


Practice mode Lots of courses and conditions A different racing 
experience Challenging (although much of the challenge comes 
from the poor control) 

Over-steering is required The scrolling background muddles up the 
view so much that it's actually easier to focus on the road at night 
with mud on tha windshield than under regular conditions 


3 DHtJOl Company..T*HQ 

■ Release Date ......12/94 

MM Memory Size_16 Megabits 

The aduenture beneath the tuaues. 

SeaQuest DSV takes a similar approach to Star Trek: 
Starfleet Academy in that you are a cadet using a simu¬ 
lator to earn your place on board the real ship. SeaQuest 
also makes use of many missions, but the premium in 
this game is to meet the goal at the same time you collect 
money. The interface differs from its space-faring 
cousin, with a variety of ■ 

you'll control one of die 

submersible* the f jijntNv 1 

seaQuest fleet. You can | 

even use Darwin for sens- p '- 


Company. 

Release Date 
Memory Size 


Acclaim 

I/9S 

16 Megabits 


or wm cue Honors tor 
yourself in a special head- , 
to-lu ad QB skill competi- 
lion. \LI QB ( lub giw s 
you that and more. The 
game includes scenarios 

much like Capcom's MVP Football, plus all the tradi¬ 
tional options for exhibition games and playoffs. This 
month our on-thc-field reporter scouts NFL QB Club 
in a special Sports Scene review. 

Q Excellent graphics and play control Lots of play options, 
a Mo four-player option 


Good mission-besed adventure Lots of variety. Excellent graphics 
and sound 

Hit detection problems, particularly in the overhead view that 
makes maneuvering the seaOuest difficult Perhaps too much 
emphasis on using torps on baddies 


igr- * Company........Tecmo 

BIv J] * Release Date.1/95 

(Simultaneous Play) Memory Size-16 Megabits 

Kick Dff the netu year tuith the grand- 
daddy of botul games. 

A few lucky Tecmo Super Bowl fans will get a treat for the 
new year-a limited edition TSB with some excellent 
improvements. With only 15,000 copies of the game in 


3 Company .............JVC 

■ Release Date.12/94 

Memory Size.......8 Megabits 

Bun-bashing, back-road rally racing 
from JUC. 


TECMO SUPER BOUJL 
SPEW Rl EOiTMJN 


■ — 1 




pll , , k 



This month’s Sports Scene turns the spotlight on sever¬ 
al racing games including this one-way, dirt track racer. 
The only game that is anything like it is Super Off¬ 
road: The Baja, but the perspective here is from inside 
the car rather than behind the vehicle. With rough 
tracks and muddy windshields, the challenge factor is 


circulation, however, it will be difficult to find and 
chances are it won't ever be available at a discount. Some 
of the new features include three season schedules, play¬ 
er trades, quarterback audibles, twice as many plays, 
changeable defensive plays, improved graphics and ani¬ 
mation, schedules that reflect past seasons' performance 
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and all the Iccmo Super 
Bowl features that have 
made the series so success¬ 
ful. For those of you who 
want to get to tile store first, 
the game will be released 
about the time that this 
issue arrives in late January. 

Q Excellent improvements in a collectors issue 


3 


Limited supplies 


TINY TOONS: UlftCKV 
$i*QBT& CHBILEN6E 


^3 Company.. Konami 

Release Date....... 1/95 

(Simultaneous Play) Memory Size.S Megabits 

The Tiny Toon crew sets world records 
in weirdness. 

compete tii fun events 

bungee jumping, ice cream throwing and log cutting. 
The events also vary in their presentation. Some are 
side-scrolling events, but others, like the Birdman 
Contest, put you in a Mode 7 interface similar to 
Pilotwings.Oncc you get the hang of the controls, this 
is a terrific game for all levels of gamers. 

O Lots of variety Good graphics and music Four-playar fun. 

O Oif ferent Controller sequences for almost every event 

(Fortunately, Konami includes a Controllar schematic before each 
event) 


Company .............American Softworks 

O r Jr Release Date....... I 1/94 

^ Memory Size.12 Megabits 

Big time bass fishing for profit and 
pleasure. 

Join the series of TNN professional bass fishing tour¬ 
naments and score big bucks. Your options include 
free fishing in six regions or entering the bass tourna¬ 
ment of champions. In the 
free fishing mode, you can 
set the season, weather 
conditions and even the 
strength of the wind This 
bass game also includes a 
challenge every time a fish 
hits your line because you 


have to watch the line tension and keep it from snap¬ 
ping, which isn't easy. 

5> Good options Easy casting Challanging 

© Long download period between screens You don't see the rod 
while realina except when a fish is on the line Doesn t feel 'ike 
fishing Confusing control once a fish is on the line 


3 J W+3 Company............. Acclaim 

- 1^,1 Release Date.I /9 5 

Vliligl Memory Size ......16 Megabits 

LUoluerine’s claws of justice only 
scratch the surface in this action feast. 

The X-Men’s Wolverine may be one of the most unlike¬ 
ly super heroes, but there’s no doubting the tortured 
character’s popularity. In this game, Wolverine is lured 
to a laboratory where he 
hopes to find a cure for his 
lycanthropy. All he Finds 
is pain. With lots of moves 
and daunting enemies, 

Wolverine is in for the 
fight of his life. Don’t miss 
this month’s review. 

Q Good graphics Character date library Lots of special moves and 

© Some moves can ba difficult to control Overall Play Control 

should be tightar, but adapting to this weakness may be worth the 
effort. 


Memory 

(Simultaneous Play with Multi- player adapter) 


Megabits 


The WWF returns with beefed up mem¬ 
ory, graphics and sound that put you in 
the ring. 

The WWF Raw lineup includes the biggest names in 
professional wrestling m a sound and sight extravagan¬ 
za. The action slams 
iround the ring, onto the 
opes and outside. There 
ire 10 levels of difficulty 
ind more match modes 
han previous WWT tides, 
ncluding One-on-One, 
Tag Team, Survivor Series, 
Raw Endurance. There’s 
even a Rematch option. The mechanics of the game will 
be pretty familiar to fans of the earlier WWF games, but 
the sound is vastly superior. The digitized screens that 
set up each match have also been improved. 
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9 


Current stars and great play options including a four-player option 
if you have a multi- player adapter plugged in 

Most of the changes, other than the play options, are just cos¬ 
metic The wrestfars look about the same in the ring as in previous 
WWF games 



The world of wrestling is 
getting crowded with both 
WCW and WWF titles 
being released. Wrestling 
fans will appreciate the dif- 
ferences between the 
wrestlers, but video game 
fans may find it less easy to 




i m Company ......FCI 

Release Date.12/94 

(Simultaneous Play) Memory Size.i 2 Megabits 

They’re big, they’re bad, and they’ue 
got enough attitude to fill a statfium- 
fhey’re the IbCtli champs! 

Ik 
H 


distinguish the game play. For a full comparison 
between the games, turn to this month s Sports Scene. 

9 

9 


WCW favorites Good sound Characters are larger than those in 
WWF 


Play control is a matter of speed and proximity, but it often feels 
random 





TITLE 


ACME ANIMATION FACTORY 
BASSIN’S BLACK BASS 
BRETT HULL HOCKEY ‘9S 
C2 JUDGMENT CLAY 
DESERT STRIKE £E2EEHH1 
ESPN NATIONAL HOCKEY NIGHT 
FULL THROTTLE RACING 
GP-1 PART 2 
KIRBY'S AVALANCHE 
KIRBY’S DREAM COURSE 
MEGA MAN X 2 
NEWMAN HAAS INDY MANSELL 
NFL QUARTERBACK CLUB 
RALLY 

SEAQUEST DSV ' 

TECMO SUPER BOWL—SPECIAL 
TINY TOONS: WACKY SPORTS 
TNN BASS TOURNAMENT 
WOLVERINE: ADAMANTIUM 
WCW SUPER BRAWL 
WWF RAW 


A » 


Editors 


If you like the same types of 
games as one of our Power editors, then 
check for his or her seal of epproval above 

© Scott -...Sports, Simulations, Adventures 
★ Le die ....RPGs, Puzzles, Adventures 

"At Jeff.Action, Sports, Fighting 

Jon .Fighting, Simulations, RPGs 

^ Dan .Action, Adventures Puzzles 
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GAME TYPE 

NR 

CREATIVITY 

NR 

FISHING 

NR 

HOCKEY 

NR 

FIGHTING 

K-A I 

SIM.ACTION 

NR 

HOCKEY 

NR 

RACING 

K-A 

RACING 

K-A 

PUZZLE 

K-A 

ACTION 
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ACTION 
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RACING 

K-A 

FOOTBALL 

NR 
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NR 
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K-A . 
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NR 

K-A 


ACTION 

FISHING 

ACTION 
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ICON KEV 
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mi 


PUYER 
MODE 



I 


2 PLAYER PASS 
Mooe WORD 


BATTERY 
SACK UP 



SltfER 
GAME 3 0Y 


GAME 
LINK 

El 

SUPERFX SUPERNES MULTIPLAYER SUPER 
MOUSE ADAPTER SCOTE 







stings 


3 These Independant 
Digital Software Assoc ratings reflect 
appropriate ages for players. Tha categories 
mcluda EC^Early Childhood, K-A=Kids to 
Adults, T=Teen (13+1, M=Mature{17+l, 
A=Adult(18+),NR=No Rating To contact the 
IDSA regarding the rating system, 
call 1-800-771-3772 
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; 3 HIE tip 

• i itl 


StarFox II, the much anticipated sequel to last year's hit Super FX action \ 

game, arrived from the crucible of creation at Nintendo's development l, — ~ " 

HQ in Kyoto, Japan. The early version seen here still has a way to go. Even 

so, all the features are present in this version—and the features are f _, 

excellentl StarFox II utilizes the beefed-up Super FX’ chip, which you can * r 

learn more about in this issue's special Super FX 2 article. Some of that » 

increase in RISC-processing power has been used to create a larger vari- JllSSSSt _ 

ety of stages and less linear play. In many areas, you'll find that you can 

fly in any direction with total freedom. The Arwings and new vehicles (both fliers and walkers) 

have better animation than they had in the first game, and more polygon objects in the game 

have texture-mapped surfaces. The number of polygons and sprites that 
can be used on a single screen has also increased, and the ability to quickly 
'yh and smoothly scale the objects to larger or smaller sizes has improved. 
. an But even more than the technology, the new format of the game has 
Cfl/ added to the fun. There are two new characters, a sb ■, da i. • 1 


female pilots. The old gang of Fox, Slippy, Falco 
and Peppy are also on board In this game, Andross 
returns and attacks Comeria with various military 
units. You'll see enemy vessels moving toward 

one of your planets or 
bases prompting you to 
respond. But while 
f you're clearing one 

^ f. area, enemies are head- 

S ing toward other tar¬ 
gets! It's a real-time 
battle. In real time, 
r look for StarFox II 

this summer. 


TARGET 
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Where were 


PIREfEAM 


you 70 mil¬ 
lion years 
ago? If you 

were in this spiral arm of the galaxy, you would have been 
in the thick of a galactic struggle between a band of 
adventurers and the Dark Lord of Umbra. Accolade's sci¬ 
ence-fiction/fantasy adventure may have one of the 
most imaginative video game stories ever developed. 

John Skeel and hts team at Accolade have incorporated 
classic themes from the worlds of sci-fi and fantasy, but 
the result is something new and captivating. The technol- I Hj 
ogy in the story is so advanced that it almost seems to be ' 
in the realm of magic. Pak Watch readers first heard "pf 1 

about the game over a year ago. Now, the 

final modules are being put 

together, and we have 

received a playable 
(though not fin¬ 
ished version) to 
whet our appetites, 
fn the version we 
received, the flying 
view had been installed 
although the final game 
should be more detailed. 

Still, the soaring and fighting 
were fun. Even more fun was wandering 
around down on the planets with Chance (a human- 
type hero,) Aja Dae (an elfin-type female warrior,) 
Shadowblade (a cat-like ninja) and Broc (a dinosaur). The 
worlds have many corridors, rooms and passages and there 
are tons of objects and messages to find and use. 




°<46 


IttffO 

* * StarVW 


vfc. 






Borrowing 
heavily from the 
StarWars school of game design. 

Acclaim and the developers at Probe have put 
together an action-packed adventure based on last fall's hit 
sci-fi thriller. Stargate features excellent graphics and sound 
in settings taken from the film. The interface may also 

remind players of Alien 5 , anoth¬ 
er collaboration between 
Acclaim and Probe. The combi¬ 
nation seems to work. The action in Stargate includes' standard 
side-scrolling shooting, but you'll also find puzzles, people to talk to. 
Prince 6f Persia type animation for climbing and 3-D elements that open up 
into unexpected new passages. Although the version we saw was unfin¬ 
ished and needed a lot of cleaning up, it was dear that this will be a winner 
artd possibly one of the best games of the frst half of '95. 
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Sterling Sharpe may be one of the best 
receivers in the NFL these days, and now he 
has a video game named after him to prove it. 
jaleco's football sim includes a unique zoom 
mode that closes in on the receiver once the QB has tossed the ball. 
The idea is that you can control the receiver better to avoid defensive backs. 
That was certainly one of the most interesting features of this game, along with 
the full use of the Super NES Controller's buttons. Left and Right and the four X, 
Y, A, B Buttons are all used in calling plays, audibles and passes. It's a little con¬ 
fusing, to be honest, so imagine the confusion when you plug in your multi-play¬ 
er adapter and have five players pushing every 
button in sight. This could be more difficult 
than actually suiting up with the Packers. 


HO NINTENDO POWER 


Nintendo recently announced a licensing and development deal to produce a game starring 
the ultimate cool spy, James Bond. The game for the SNES wlfl be based on the upcoming 
_ Bond film, Golden Eye, starring Pierce Brosnan as the British super agent, 007. 
■'W; ■ r ~": , Along with this news, it was revealed that Rare Ltd., the creators of 

Donkey Kong Country, will develop the new game. What will 
' M- , the game look like? It's hard to tell yet, but Pak Watch will 

bring you the Inside story in an upcoming Issue. 

r\jf\ ii/kvjirn 


This announcement has been a iong 
time in the making, but finally we 
can report that a new game 
designed by Lucasarts (that we 
first saw in development over a 
year ago) will be released soon. 

The game. Metal Warriors, will be 
published by Konami. It looks something 
like Konami's Cybernator from several years ago, 
but Metal Warriors—a game of robotic bat¬ 
tles and adventure—goes much further. You 
play as the operator of a giant combat 
droid. (Lucasarts orginally dubbed 
game Battle Droids.) Inside the cockpit, 
you'll maneuver the droid through battle 
areas on a given mission, but you can also 
jump outside. In fact, you can even climb 
into new droids that you find along the 
way. The graphics and play control are both 
this game particularly cool is a two-player mode that allows you and a 
friend to crawl into your droids and stalk each other through split¬ 
screen mazes. 


METAL WARRIORS 
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NCAA FINAL 

FOUR BASKETBALL 



Rendered animation makes the players of NCAA Final Four Basketball come to life. The number of amma- 
tion sequences and the smoothness of the animation frame-by-frame would be impressive enough even 
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if it weren't also fast enough to simulate real speeds on the court. This game succeeds at that, as 
well. Screen shots don't do it justice. You have to see it in motion. You'll also have to have awe¬ 
some concentration in order to keep track of which player you control, because unlike every oth¬ 
er sports game in history, Mindscape left out the identifier 
patch, which identifies the player you con¬ 
trol. On the other hand, it included a practice 
mode that gives you a chance to master all 
the intricate moves. Once they become sec¬ 
ond nature, the controls are less of an issue. 

The game was programmed by Bitmasters 
with SCI workstations, and the quality really 
shows. NCAA Final Four should be released 
soon. You can also look in the next Sports 
Scene for more details. 
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TOP GUN 


Spectrun Holobyte has announced the develop¬ 
ment of an exclusive title for the Nintendo Ultra 
64 based on the hit movie, Top Cun. Spectrum, 
already known for its Falcon senes of flight sims 
in the PC and Mac game worlds, will begin work 
immediately on the Top Cun NU 64 title. Earlier, 
Spectrum had announced the development of a 
Top Gun game for several platforms, but the 
Nintendo Ultra 64 game will not be available on 
any other video game system. 




NAPALM IN THE 
MORNING 

One or two players can now strap themselves 
into attack helicopters and go to war in the 
skies thanks to Cybersoft's Air Cavalry. Your Pak 
Pilots piloted 
their 
Defenders 
and Apache 
choppers in 
three the¬ 
aters of 
combat: the 
Middle East, 

Central 
America and 

Indonesia. Mode 7 scrolling landscapes added 
realism to the scene, along with the texture 
mapped enemy ground targets that included 
tanks, trucks, ships, and anti-aircraft missiles. 

The digitized sound 
includes voice and 
music. Fittingly, 
Synergistic, the 
developers of the 
game, put in Ride of 
the Valkyries, the 
Wagnerian theme 
made famous in the 
chopper beach bash scene from Apocalypse 
Now. There's also a two-player cooperative 
mode so you can frag the enemy with a friend. 
So, what's missing? Only 3-D terrain. For that 
you'll have to wait for the release of Comanche 
this spring. 
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BURN BABY 

Jaleco's Ignition 
Factor asks the 
question, "Are 
you tough 
enough to face 
flaming walls, 
collapsing ceil¬ 
ings and help¬ 
less victims all 
with a hun¬ 
dred-pound tank of chemical fire retardant 
strapped to your back?" The surprising answer 
is that this "sim fire* game is actually a blast. 
Your Pak Watch fire team snuffed out every 
sort of fire, including electrical and chemical 
blazes, while rescuing vic¬ 
tims who were sometimes 
hysterical. In the first fac¬ 
tory, we took too much 
smoke and tried to rescue 
some mannequins. The 
situations are realistic and 
the overhead-view inter¬ 
face will be familiar to 
gamers. The combination 
results in fun and danger. 



THE WITCHING 
HOUR 



Action and sorcery 
come together in 
Warlock, from 
Acclaim. Based on 
the movie of the 
same name, this 
game gives you mag¬ 
ical powers to use 
against the evil Warlock. Warping through time 
portals, you'll have to collect magical stones in 
different eras. Good animation and graphics 
impressed this Pak Watcher, but the game 
seemed pretty basic with its side-scrolling for¬ 
mat. Acclaim has done a better job with this 
movie title than some companies have done 
with other titles. There's enough challenge to 

keep you at it for 
an evening or 
two, and if it 
takes longer, 
there's a pass¬ 
word feature. 
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MORE 

BREAKING NEWS 

Pak Watch has learned from Konami that the pop¬ 
ular Japanese PC Engine game, Droculo X, will 
become a Super NES game, tentatively scheduled 
for release next summer or fall. The game will be 
the first in the Castlevania vein since Castlevania 
IV was introduced four years ago. With Konami's 
excellent development record, this could be one 
of the best games of the year. We hope to have a 
first look next month. 

From T*HQ comes word that the Akiro Super 
NES project has been delayed and modified. The 
delay will mean that the Akira game won't be 
released until either the end of the year or '96, 
and the modification is that it won't be for the 
Super NES. Instead, T*HQ hopes to make this its 
first Nintendo Ultra 64 title. We'll keep you post¬ 
ed. > 

More news from GameTek includes the acquisi¬ 
tion of Take 2, a developer that could have writ¬ 
ten a column in NP. This company has some of the 
hottest talent currently working in the multi- 
media industry. Two of its heralded titles include 
Hell and Star Crusader. One of the projects that 
Take 2 will work on reportedly is the strategic 
stellar conquest game from Microprose, Masters 
of Orian. The Take 2 team joins GameTek's 
Alternative Reality Technologies (ART) develop¬ 
ment group along with another new group of 
developers from Malibu Comics. That group will 
set up a West Coast office where the concentra¬ 
tion will be on sports titles. 

Other titles to keep a watch for include 
Acclaim's newest arachnid adventure, Spider-Man: 
The Animated Series. True Lies also just showed up 
at the Pak Watch desk. We'll bring you more on 
both games next time around. Hudson Soft's 
Hogone is finally on the way, and it looks like a 
gamer's action feast. Capcom has Captain 
Commando ready to roll soon, too. This game's 
title may conjure up images of the excellent Bionic 
Cammanda, but it turns out that it's more of a 
side-scrolling fighter—too bad. Jungle Strike 
should be showing up any day now for both the 
Super NES and Super Game Boy. The European 
version has already come through, and it looks 
wild. Speaking of transplanted Europeans, Virgin 
Interactive has already produced versions of The 
Lion King and Aladdin for Game Boy for release 
across the Atlantic. Now, Virgin tells us that these 
same titles are scheduled for release this year in 
the States. It seems a little backwards, but as long 
as we get the goods, who are we to complain? 




Addams Family Values 
Air Cavalry 
Ardy Liahtfoot 
Baseball Simulator 1.000 2 
Boogerman 
Brandish 
Civilization 
Comanche 
Deep Space Nine 
EarthBound 
End 2 End 
FireTeam Rogue 
Future Zone 
The Ignition Factor 
The Itchy & Scratchy Show 
Jurassic Park 2 
Justice League 
Knights of Justice 
Metal Warriors 
NCAA Final Four Basketball 
OgreBattle 
Power Instinct 
Rapjam Vol. 1 
Rise of tha Phoenix 
Rise of the Robots 
RoboTrek 
Spider-Man: The Animated Series 
StarFox 


Star Gate 

Warlock 

Wolverine 



Aladdin 

Donkey Kong Land 
FIFA Soccer 
Kirby 2 
The Lion King 
Monster Truck Rally 
Pac Attack 
Pac in Time 
WWF Raw 


Spring ‘96 
Spring ‘95 
Winter ‘95 
Winter ‘95 
Spring ‘95 
Winter ‘95 
Spring ‘96 
Summer ‘95 
Spring ‘96 
Winter ‘95 
Spring ‘95 
Spring ‘95 
Summer ‘95 
Winter ‘95 
Winter ‘95 
Winter ‘95 
Spring ‘95 
Spring ‘95 
Spring ‘95 
Winter ‘95 
Winter ‘95 
Winter ‘95 
Winter ‘95 
Winter ‘95 
Winter ‘95 
Winter ‘95 
Spring ‘95 
Summer ‘95 
Winter ‘95 
Winter ‘95 
Winter ‘95 


Summer ‘95 
Spring ‘95 
Winter ‘95 
Summer ‘95 
Summer ‘95 
Winter ‘95 
Winter ‘95 
Winter‘95 
Winter ‘95 
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NBA Jam changed the face of sports games forever, 
and now things are going to change again. NBA Jam 
Tournament Edition brings you new players and 



DR. MARIO/TETRIS 


SPEEDY GONZALEZ 

LOS GATOS ft ’.NDITOS 


METAL WARRIOR 


moves, as well as a pile of great codes! 


SCOkE 


We unveil aur new sec¬ 
tion af the magazine 
next month Jain us in the 
Epic Center far the 
hottest news and play¬ 
ing tips far all af the tap 
Rale Playing Games. In 
its debut, the Epic Center 
unveils Nintendo's latest 
RPG, Earthbaundl If 
you're an RPG. fan, don't 
miss this issue. 


I I All af the important players 
I in the video game business 
are heading ta Las Vegas far 
the Winter CES show. Catch all af 
the big news in next month's feature 
article We didn't miss the shaw-- 
now you won't need ta eitherl 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



